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Derek Warwick—Vauxhall 


Pounded him out of the race. 


Nicola Larini—Alfa Romeo 
Ripped his tires off on the back stretch. 


Alain Menu—Renault 
Rammed him off the road. 
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PC version of TOCA Championship Racing: ©1998 Codemasters Limited and The Codemast 

~ Racing: ©1998 The Codemasters Software Company Limited. All rights reserved. Licensed fran 
_ Company. Codemasters and the Codemasters logo are trademarks of Codemasters Limited. TO 
TOCA is a trademark of TOCA Limited. The 300 Company is using the TOCA trademark pur! 
_ U.S. and/or other countries. PlayStation and the PlayStation logos are registered trademarks of § 
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SEPTEN Believe it or not, | dont have ck to talk ahha this month (much to the relief r all of you, 
news: I'm sure). Weve put a lot of effort into the issue you hold in your hands and, hopefully, it 
Veale sie Mili de uation: shows. Inside, youll find a bulked-up Exclusive section, packed with a ton of great, upcoming 
ee games (Squares Final Fantasy Vill, EAs Moto Racer 2, MGM Interactives Tiny Tank, Eidos Tomb 


tXecute: pls Raider lll, Namco’ Tales of Destiny and LucasArts Indiana Jones and the Infernal Machine) 
Cheats, hints, cheats, hints, tips, cheats, tips, hints. — achat with Insomniac Games, the very talented and down-to-earth developers of Spyro the 
EVislisadhie Dragon — a cover feature on Sony's Medicvil; a game that is the definition of cool and one 
clusive:> p26 legate al 
as that, we predict, will take everyone by surprise this October. There are also tons of previews 
The place is packed with EXclusive info and shots of ALL the atria Se 
hot games: FFVIII, Moto Racer 2, Tomb 3, Tiny Tank, Tales of in our Expecting section, including first pic's of NFL Blitz, GameDay 99, Jackie Chan Stuntmaster, 
Destiny and Indiana J. Why, it's just like an EXclusive festival! Destrega, Rally Cross 2 and more on Metal Gear Solid, as well as nine games reviewed in our 
ENeniieit-> AY re-designed Exrated section — which include some great titles like Parasite Eve, Heart of 
F “e ‘cnissiaeiesiiibe Pc Si: Nan Darkness, Kula World and C: The Contra Adventure. In the back of the issue youll find yet another 
nivever nile cis addition — with the inception of the Greatest Hits series and seeing as though more and more 
FY 49 people are purchasing PlayStations, we thought wed do our new readers a service by re-printing 
treme:> P all of our old “Bottom Line’ boxes for these re-released and discounted games. Keep in mind 
Meet Dan. He's tal, he's bald, he has no jaw and one eye. Hes that these reviews were based on the time period when they were first released and compared 
single and hes ready to party. to other games of that time. They, most likely, would rate a little lower compared to today's third 
'Xpecting:> p48 generation PlayStation games. We will bring this column back from time-to-time, as more games 
Caution: Recent studies have shown that large quantities of are added to the Greatest Hits library. 
unfiltered preview viewing can lead to elevated endorphin Finally, this will most likely be the first and last time you see a picture of any of the Dimension 
levels in the brains of primates. Publishing/PSExtreme editors in the pages of this magazine. We feel the content should be 
‘Xrated:> pu4 focused on the games, not on us. But, we couldn't not show off Scully with a big dope by her 
Twenty hard-core pages of non-stop review action, featuring side. Well let you figure out who is who. 
— new starlet, Ginger Thrusty in her debut purrr- Well, that's about it. Thanks for reading, enjoy the issue and well see you in thirty. 
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BPA International Membership 
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"The graphics and animation 
are explosive... 


first level is enough'to 
nake Contra fanatics flip out!” 
Game Informer On-line 


s — + e KONAMI OF AMERICA, INC. 1-900-896-HINT (4468) 

— —4 a CONTRA® and KONAMI® are registered trademarks of Konami Co., Ltd. PlayStation and 
PlayStation |, “ail PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 

GO) © 1998 Konami of America, Inc. All rights reserved 
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Spike -filled pits. Falling Lseddeed Rolling logs. Youd be amazed how they can ruin the most routine assassination. Even for a cunning and ruthless ninja like yourself. Fortinately, your arsenal of weapons, magic and 
o moves Ser: You ude whatever it takes to forge accross 10 levels of treacherous wilderness. To assist you in destroying every demon and warlord in all ancient Japan. To survive —w tether it be fit or partially maimed. — 
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Dear PSExtrem e. 


l was re-reading the March 1778 issue and 
came across a letter that has been imitating 
me for some time. Darrin Thompson states. 
"L'm glad you have slowed down your import 
coverage. Who cares what's hot in Japan? 
Chances are we will never see it." The truth of 
the matter is that more than half the games 
that we do love and play ARE games that have 
come from overseas. There are many games that 
do not make it to the U.S. markets because 
they are geared toward the Japanese market, 
but the truth of the matter is that many of 
these games are games that people in the U.S. 
don't even know about. Give the U.S. market 
a chance to see what else is ‘out there’. I'm sure 
that there are lots of import games that would 
be of interest. By giving us reviews of MORE 
import games, PlayStation owners in the U.S. 
can decide for themselves which games they 
would like to see sold domestically the U.S. 
This would be beneficial not only to us, by 
saving a few bucks from the cost of buying 
an import, but it would also give you much 
more games to cover. Sort of like a food chain, 
eh? Like they say, "Knowledge IS power", so 
give us the power! 


Gary Ouchi 
Kailua, Hl 


Not to worry. We’ll give coverage to the cool 
import games and any games that we know 


will make it to the U.S. That usually means 1- 


2 pages per issue at the most, since most import 
games are, either unplayable or without any 
U.S. appeal, like Panchinko Palace 3D or 
Dolly Princess Dress Party. 


Dear PSExtreme, 


Hi people. Oh #@!& 1 forgot what | was going 
to say. Oh yeah, originally | was not going to 
suck up because I've written to you three times 
already. But then | remembered what my 
English teacher taught me "when writing a 
persuasive letter start with a suckup sentence". 
Uknow that this is not a persuasive paper but 


“might as well write a suckup sentence any way. 


This next sentence is not my suckup sentence, 
it 1s one of the reasons why | am writing you 


-in the first place. Do you people have any thing 


against Mac's, as one might interpret from your 
web site, or are you just acknowledging the 
fact that Mac owners are generally more 
intelligent than there = Winsmell 
(Windoze+Insmell= Winsmell) using friends. 
Also | disagree, politely, about the rating of 
Final Fantasy VIL. | would give FF VIL a %7or 
78 because it lacks something on the third 
disc. l'm not exactly sure what, just something. 
This next sentence is my suck up sentence. | 
think your magazine is really cool, really, really 
cool. Bye! 

Peter Cykana 


Na! 


PS. If you are wondering how to pronounce 
my name | shall screw it up to make sense; sigh- 
! 

can-a. 


Macs rule. We use Macs to make all our 
magazines and to run the business. There’s 
only 3 peecee’s in the office, which we use 
for playing 3Dfx games. That’s all theyre good 
for. Great, green gobs of greasy, grimy golfballs! 
What torture it would be if we actually had 
to work on ‘em! 


Dear PSExtreme, 


lam a Chnistian and would like to share my 
thus unique views on gaming with all the other 
gamers out there. First off, violence is fine and 
the Senators need to shut up and focus on the 
real problems. |’ ve played since Atari, Master 
System and NES and | haven't killed anybody 
yet. Murders are caused by Satan, not games. 
But games aren't perfect. They oftentimes 
contain blasphemy and sometimes mention 
false religions. lwo more frequent problems are 
bad language and improper dress. Bad language 
includes profanities, obscenities, expletives 
(a.k.a. — words that are not used the way they 
are meant to be but are instead used just to fill 
a sentence or say something), and saying the 
Lord’s name in vain, a violation of one of the 
very len Commandments! | absolutely hate 
seeing God’s name used as a mere expletive 
(i.e., Oh my “"!, which is not actually meant 
to be saying something to Him.) Bad dress 
includes women, even animated or drawn ones, 
showing any portion of breast, cleavage or 
buttocks. These two things have no place in 
the entertainment industry, be it video games, 
TV, movies, media or anything else. 


God bless you, 
Galen Wood 


So, are we to take it that you believe violence 
is good and women are bad? Can’t say that 
we’re riding on the same train as you, Galen 
— but we respect your opinion. 


Dear PS Extreme, 


| have been considering about buying a Mod 
Chip so that | can play Japanese PlayStation 
games on my computer. From what | hear, it 
works. Would you like recommend buying this 
chip? 


tim McCoy 
And WHERE exactly did you hear that this 
would work?? Could it be... a competing 
magazine?! Jumping Georgians! There’s no 
such thing. Stick with us, pal, you won’t go 
wrong. 


lv’ eS ‘Two 
issues ago, we got a letter suggestingy that we 
have a section for readers to relgut our reviews 
and call it EXcuses. We invited people to send, 
their EXcuses, and if we got some good ones, | 

we'd do the section. The following ate some of . 
the letters we received. Not enough for a whole 
section (ok, we'll come clean... we didn’t have’ 
time to create a whole section for something, 
that may not continue). So-withhont:p per? 
doo, here they be. 


Dear PSExtreme, 


| am taking you up on your EXcuses offer.’ 
In the 3 years I've been reading your magazine, 
U've only had a major disagreement with two 
reviews. | felt that you unfairly maligned Abe's. ‘ 
Oddworld Oddysee, a beautiful and involving 
experience, and | felt that you totally overvated 
Fighting Force, which | finished in 2 hours” 
time. However, since those are older games, L 
won't send my EXcuses for them. insteat ly 
am attaching an "alternative" review of Vigilante 
8. I've tried to keep it brief and to the pom, 
and | hope that you will use it. In fact, | hope. 
that you will continue to accept my "EXcuses" 
until you have no choice but to offer 3 me a, 
reviewer job! ' ’ 
VIGILANTE 8 | ' 
PSExtreme Rating: 84 % Guly 1778) ~ 
My Rating: 76 % 

' ay 4 
Chnis' review for Vigilante 8 eivicied the game 
for lacking the "throwback goofimess" that made 
Interstate ’76 so great. He felt that the game 
would have been more impressive if the design” 
team had "saved some of the "funk and 'tude"'” 
from 1'76. | would argue that many of us, myself. 
included, didn't expect an l'76 clone. Otherwise, 
we would have just bought the computer game.) 
What | expected was a Twisted Metal-type. 
game, and Vigilante 8 delivered. lt is unfair to} 
malign the game for not playing like 1'76 unless, 
the game was meant to be a direct port olf 76,) 
which it wasn't. 
lL agree with Chris that chienetaie detection” 
problems in the game, but nd more so than 
Twisted Metal 1 & 2 or any other fast-paced! 
polygonal game. | don't believe these problems, 
are frequent enough to warrant a significant’ 
reduction in the game's rating. The ihteractivey 
backgrounds, gorgeous graphics with hghtimg_ 
effects, awesome weapons, varied environments» 
and vehicle types more than make up for any 
collision anomalies. As for the cident 
enemy weapons are unavoidable, in my opinion | 
that makes for a more exciting game. In fac Cty, 
many weapons can be outrun and ‘there are’ 
shields available to protect you from those (that ~ 
can't. The bottom line is that Vigilante 8 1 is the, 
best vehicle battle game on the market. Sure,, 
it is Not a new concept, but most modem met 
are evolutionary rather than revolutionary., 
That is, they expand on previous concepts 
rather than coming up with new ones. There | 
is nothing necessarily wrong with that so long 
as the additions and the evolution is in a 
positive direction. Here, Vigilante 8 takes thedl 


\ DYNAMICS r 


¢ 
.) 


It's a grim world where your razor sharp claws slaughter the weak. Where your voodoo spells incinerate your enemies. 
Where your mind masters devious puzzles. Welcome to Akuji the Heartless” 
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Twisted Metal concept to a new level. The 


original TM received a 73 % rating, and TM2 


received a 77%. V8 is better than both of those 
games, but not quite deserving of Platinum 
status. I'd give it a 76%, which reflects the 
fact that the game concept may be nothing 
new but the execution is stunning. 


Mark Androvich 


-Editor’s note: We were so impressed with 
p 


Mark’s work, that we have asked him to join 
the PSExtreme editorial staff. Mr. Androvich 
is a lawyer and avid gamer that brings a 
historical, educated perspective to his analysis. 
Milevnne yen check out his review of Crime 
Killer in this issue. 


Dear PSExtreme, 


| just read your July mag and the part about 


writing in a review. | completely disagree with 
Vigilante 8. You still gave it a Silver, but it 
should've been more like a Bronze. Sure, it has 
excellent graphics, but what about gameplay? 
You compared it to the Twisted Metal series, 
but Twisted Metal is way better than that. The 
game is completely missing something. | can't 
descnibe it but every good game has it. You get 
addicted to the game and there is an 
imdescribable fun factor. | think it all just 
depends on the developers. But Vigilante & 
isn’t worthy of being compared to the Twisted 


Metal series. So, when does 1M3 come out? 


Ted 
To each his own! 
Dear PSExtreme, 


L just picked up your July 78 issue and read 
your review of Fox Sports Golf 77 for PSX. A 
75 %?\?\ Are you guys on CRACK?!?!? This 
is easily the best golf game on the PSX, night 
up there with Hot Shots Golf. 


First of all, you guys aren't even accurate in 


your review. You state that FSG 77 has 3 more 


courses than VR Golf 77. Actually, WR Golf 77 


only had 2 courses, so FSG 9797 has 4 more 


courses. Not too shabby. 
Second, you state that, compared to the PGA 
series, FSG 77 stinks!?!? Now | know you guys 


are DEFINUTELY on crack. PGA on the PC 


is a great game, but the PSX version, in ALL 
of its incarnations (76, 77, 78) is very grainy 
with ternble, extremely low-res graphics. To 
the point where you can barely tell the 
difference between the fairway and the rough! 
And lets NOT even talk about the PGA series 
and LOAD TIMES. They are EXCRUCIATING 
on the PSX. Sometimes up to 1 mmute between 
holes! FSG 77, however, has beautiful polygon 
graphics and the load times between holes 


while we're on the subject. PGA 78 had 5 grainy 


if ~\L\ 


public Spinian 


courses with NO flybys of any holes! FSG 
77 has flybys of EACH of the 18 holes of all 
6 courses with detailed commentary on each 
hole! 

Third, you guys state that "all of the gameplay 
options, save the Random 18, are identical". 
Actually, had you guys taken the time to play 
this game, you would find that there are many 
additions to the TYPE of shot you can take. 
Punch, chip, etc. About 14 shot types in all 
depending on your ball lie. 

| think you are doing your readers a disservice 
by recommending PGA over FSG 77. Your 
magazine 1s the only place | have seen that has 
given FSG 77 a poor review. Should you print 
this, | hope all your readers see my addendum. 
GO BUY THIS GAME NOW! IT ROCKS! 


Jeff Wassel 


Editor’s note: Jeff, while we respect your 
opinion, it is YOUR opinion. Scott’s review 
referred to the fact that, no matter which club 
you choose, they all have the same PHYSICAL 
look to them. You also failed to mention that, 
while the graphics may be “‘graimy”’ in the PGA 
series (we agree), they have a lot more detail 
and are depicting more desirable courses. Scott 
takes his golf VERY seriously and, while his 
review is simply his opinion, he’s spent a lot 
of time on the virtual links. We are glad that 

you enjoyed the game and hope that it conkinmnes 
to “‘rock’’ for you. 


Dear PSExtreme, 


Here is a rebuttal review for EXcuses. Please 
post this review in the next issue of PSExtreme. 
l gave ONE, in this instance, a score 15 points 
lower than the PSExtreme review. 


ONE 

After having played ONE in excess of twelve 
continuous hours, (six the day of release, and 
another six the following morning), | have 
discovered more than a few gameplay issues 
that adversely injure a pretty good game. lhe 
level design in ONE is splendid, making good 
use of spatial relationships, object interaction, 
hghting, textures...all that. Suffice it to say 
that ONE is beautiful to look at from any angle. 
Intense? Absolutely! ONE is fast furious and 
full of action. ‘The enemies are many, the hazards 
are great, and the on-screen action never stops. 
You will frequently find yourself smashing the 
pause button just to catch your breath. Yet, 
despite all of the excitement ONE generates. 
there are areas of the game that are inherently 
suspect. 

Mhile | found the camera angles in ONE to be 
well placed, overall, | seem to think that some 
of the games acute problems stem from lack of 
a ughter zoom feature. Jumping in ONE, which 
is a major aspect of the gameplay, can be as 
easy as one (run), two (press jump), and three 
(land). On the other hand, when levels become 


Asati 


more serpentine in nature, ‘especially ‘av 
junctures requiring good jumping skills, ONE 
can become “‘one’’ frustrating game. John (ain. 
does have a shadow, of sorts, t0 use in aiming 
for landing points, but with the intense on- 
screen action, and incredible lighting effects, 
the shadow can become washed out, and. 
therefore undetectable. If the camera would 
allow you to zoom in closer to the action, the’ 
advent of the occasional absences of the shadow. 
would be balanced out by the ability re see’ 
your way through areas. 

Also contributing to the frustration i is Y chet 
somewhat less than accurate contol mechanism ° 
that is in place. Many times you feel that’ 
something just is 'not quite right' with the’ 
tactile aspects of the game. As a result, the. 
urge to continue on, is frequently overshadowed 
by the desire to smash your control pad in into. 
pieces. | 
Saving in ONE is another area where the, 
developers seemed to have missed the mark. 
There are both password, and memory card 
features built into the game, but you must: 
complete long tedious segments of levels before 
you can actually save your progress. This is 
unforgivable, mostly because the gameplay 
in ONE is just as unforgivable. You will die - 
many, many times just trying to figure your, 
way through certain stages within levels. This. 
is sad because ONE is really a lot of ne at 
times. 

lf action platform games are your thing | sould 
suggest that you give ONE a try. There is much | 


fun to be had experiencing this graphically | 


intense game, despite its flaws. Just be 
forewarned that playing through ONE could 


easily prove to be futile. 
SCORE: 83 
Fabian Blache, I 


Editor’s note: Fabian Blache, 111 has been a. 
frequent contributor to the PSExtreme web | 
site. 

Dave’s response to Fabian: 

Fabian, while l find your review to be an 
accurate one, | think we disagree in two key’ 
areas — degree of difficulty and the nanure of 
the PSExtreme scoring system. | don’t find! 
ONE to be that difficult — at least not to the, 
pomt of frustration. Shooting gives you power’ 
— power allows you to continue’ shooting; 
— simple gameplay genius that awards 
aggressive game playing. This is EXACTLY? 
what all shooters should be about. Second, | 
to not give ONE “Platinum” would be a’ 


travesty. lt is, by far, the best game of its kind | 


and a urique not to be had by any other ggme, 
on any gaming platform. 
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Enter the 
mystical world 
of Kurosawa. 


Sony Publishing Disney Interactive's 
“B Bug's Life’ 


M Billed as “an epic of 
#4 miniature proportions,” 

4 A Bug’s Life” is the 
eed latest feature from Pixar, 
: the studio responsible for 
“Toy Story.” Sony 
compnter? Entertainment has recently inked 
a deal with Disney Interactive to distribute 
the company’s PlayStation game based on 
the movie. “A Bug’s Life,” much like “Toy 
Story,” is a totally CG animated film set in 
the “luminous world beneath the groundcover 
canopy.” Translation: ants and insects instead 
of puppets and toys. Look for the game, 
developed by Traveler’s Tales, to hit store 
shelves before Christmas. 


Metal Gear: Solid Available In japan... Sort Of 


One of the most highly anticipated games 
of the year is now 
playable, thanks to a 
Japanese video game 
magazine published 
~eby ASCII... The 
magazine, which was 
released in July in 
Japan, comes with a CD containing two 
playable of levels of Konami’s hot action game. 
Along with the Metal Gear demo, the disc also 
features a playable demo of Squaresoft’s Brave 
Fencer, along with some movies of Ping? 
Fantasy VII andf& : 
interviews with the Pees. 

team responsible. If jai 

your PlayStation is | 
capable of playing 
Japanese discs, you 
may want to hunt a 
copy of this disc down via the internet. Or, 
better yet — wait for Konami to deliver the 
demo in America — 


m it has not been 
confirmed, but 


Get ready to give Capcom more money q . 
again. Resident Evil 


the rumor is that 3 
Konami may pack the 
demo in with one of 4 
their soon-to-be-released * 
titles. 


Resident Evil Director's Cut and 
Resident £vil 2 Ready to Rumble 


for the same games... 
Director’s Cut: Dual Shock and Resident Evil 
e: Dual Shock are both primed to snatch extra 
dollars this Fall, with some new features. As 
indicated by the titles, the two games are now 
Dual Shock friendly, supporting both analog 
control and vibration. Ka-Ching! 

Director’s Cut will have a lower price 
(thankfully), so players can re-live the glory 
of the first game. The package will also have 
all new music and a second disc that contains 
cheats and goodies for you to save to your 
memory card (in case you wanted the rocket 
launcher but weren’t good enough to make 
it through the game in three hours). 

RE2 has a bundle of new stuff as well: players 
can select one of four characters (perhaps 
an old friend might make an appearance), 
and will have three new modes: Rookie, USA 
and Extreme Battle. Extreme Battle is similar 
to Fourth Survivor, the hidden minigame 
within RE&. In Extreme Battle, players start 
at end of the game and work backwards 
towards a new objective. All monsters and 
items are random, for additional fun. 


Golf Heating Up On PSX 


After nearly three years as a platform, the 


PlayStation is finally getting some golf titles. 
Mysteriously, putters have been absent on 
the sports-friendly system since EA’s two 
PGA titles early in the system’s life. Since 
then, golf has been relatively shunned, as the 
industry decided that the sport simply didn’t 
skew young enough to attract large numbers 
of gamers (and their money). Since the rise 
of twenty-something stud Tiger Woods, 
however, more youngsters have been getting 
into the sport, which had been primarily 
reserved for old duffers and irritating, 
pretentious yuppies (sorry, only the opinion 
of a guy with eight earrings in his left ear). 
With more kids now playing in real life, the 


"interactive development 
community is betting that there will be more 
gamers interested as well. In April, Sony 
Computer Entertainment released the 
Japanese-produced Hot Shots Golf, while Fox 
Interactive rolled out Fox Sports Golf in June. 
Electronic Arts opened up their coffers at the 
beginning of the year to hand the 
aforementioned Mr. Woods a great big bag of 
money to plaster his name and face all over 
their new Tiger Woods 99. More links action 
is in the works from Activision (Jack 
Nicholaus) as well as one from Psygnosis, of 
all companies. 


Someone Pull Fox Interactive Away From The Whip 
Cream Cans 


Just when you thought video games were 
safe from the war on drugs... Fox Interactive 
was recently forced to pull print advertising 
for the ultra-trippy arcade-like N20, due to 
some less than subliminal cutesy “drug 
references.” The print ads featured prominent 
placement of the Crystal Method logo (a US 
techno group that provided tunes for the 
soundtrack), tag lines like “Never trip alone” 
and “Breathe in. Breathe out”and a design 
style similar to chemical-friendly rave 
invitations. These ads supposedly caused a 
minor hullaballoo during the initial weekend 
of the game’s release, but we’re darned if we 
saw or heard anything about it in the 
mainstream media (who would only have 
gotten the story wrong anyway). For those 
without the knowledge, N&O is chemical 
shorthand for nitrous oxide, otherwise known 
as “laughing gas,” which produces short 
periods of light-headedness when inhaled. It 
is also great for souping-up the old ‘rod. 
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-16 blood-thirsty savages - 2 secret villains - Battle axes, swords, 
maces and crossbows - Magic and lethal projectiles - Excru- 


ciating pain, inhuman suffering - Happy days are here again 


-Real-time 360° movement - Amazing skill and in-depth 
strategy required « Horrifying interactive 3-D chambers that 
kill » Hundreds of moves and combos » Gruesome decapitations 
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“Never, I feel sorry for my sister, 
but that’s her fate, ” 
Claws 
"Tatking abenut fate, 
what about oars...“ 
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An RPG Strategy first! Trade special items Character designs by Yoshitaka Amano. 3 ‘Two di erent storylines co plete with FMV, 
with your friends via the memory card or spread over 30 hours of gameplay. 
fight to the death in Versus Mode. 


—4 : 74 | © 1998 Atlus. Illustrated by Yoshitaka Amano. Kartia is a trademark of Atlus. All rights reserved. 
~ —_ 2 aa | Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the 
PlayStation - PlayStation logos are registered trademarks of Sony Computer Entertainment inc. The ratings icon is a trademark of the 
y Interactive Digital Software Association. Manufactured and printed in the U.S.A. THIS SOFTWARE IS COMPATIBLE WITH 
: — PLAYSTATION GAME CONSOLES WITH THE NTSC U/C DESIGNATION. U.S. AND FOREIGN PATENTS PENDING. 


the newest and coolest codez right here for your cheat’n 
pleasure. Warning: These codes won’t work withouta 


gsccc.simplenet.com or www.datel.co. uk, If you finda 
. code doesn’t work, you may need to upgrade your Game 
_ Shark. Check your instruction manual for details. 


work correctly at all. Use at your own risk.) 
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Tele-Stomp [F,D,LK] 

Skull Fireball [F.F.LP] 

Dash Kick [F,F,HK] 

Weapon Steal [F,B,HP] 

Fatality #1 (CLK) 5 sec F,D,Frelease] 
Fatality # 2 (outside sweep) [U,U,D,D, LP] 
Fan Fatality [FFD HP] 

Spike Fatality [F.F,B,LK] 

RAIDEN 

Alternate outfit: blue sleeves 


| Weapon [F.B,HP] (Wooden Mallet) 


Torpedo [F.FLK] 

Teleport [D,U] 

Electric Spark [D,B,LP] 

Fatality #1 [BL(F\B,U,U,HK)] 

Fatality #2 [D,U,U,U,HP] 

Fan Fatality [D,F.B,BLOCK] 

Spike Fatality [F,F,.D,LP] 

REIKO 

Weapon [D,B,HP] (Spiked Klub) 
Teleport/Slam [D,U ]~~[BLOCK (when close, to slam)] 
Spin Behind [B,F,LK] 

Flip Kick [B,D,F,HK] 

Ninja Stars [D,F LP] 

Fatality #1(F,D,F.LP+BLOCK+HK+LK] 
Fatality #2 (outside sweep) [B,B,D,D,HK] 
Fan Fatality [D,D,B,LP] 

Spike Fatality [FF}D,LK] 

REPTILE 


™ Alternate outfit: old ninja costume 


Weapon [B,B,LK] (Battle Axe) 
Acid Bubbles [D,F,HP] 
Dashing Punch [B,F\LP] 


| Invisibility [BLOCK+HK] 


Super Krawl [B,F,LK] 

Fatality #1{(HP+HK+LP+LK) U] 
Fatality #2 (outside sweep)[U,D,D,D, HP] 
Fan Fatality [D,.F LP] 


@ Spike Fatality [D,D,R.HK) 


SCORPION 

Alternate outfit: grey without mask 
Weapon [FKF,HK] (Broad Sword) 
Spear [B,B,LP] 

Teleport Punch [D,B,HP] 

Air Throw [BLOCK] 

Flame Breath [D,F,LP] 

Fatality #1 (sweep) [B,FFB,BL) 
Fatality #2 [B,F.D,U,HP] 

Fan Fatality [F..D,D,LK] 


| Spike Fatality [B,F.FLK] 


SHINNOK 

Weapon [B,F, LP] (Nagimaki or Bladed Staff) 
Fatality #1 [D,B,F.D,RN] 
Fatality #2 [D,U,U,D,BL] 
Fan Fatality [D,D,F.HK) 
Spike Fatality [D,-,.B,HP] 
IMPERSONATION MOVES: 
Jarek [B,B,B,LK] 

Kai [RE FLK) 

Sub [D,B,LP] 

Liu [B,B,F,HK] 

Fujin [RK F.B HK) 


_ Scorp [F,B,LP] 
Sonya [F,.D,F,HP] 


Raiden [D,F,F.HP] 
Quan [F,B,F,LK] 


Reptile [B,B,F BLOCK] 
Reiko [B,B,B, BLOCK] 
Cage [D,D,HP] 


Jax [F,D,F,HK) 


SONYA 

Alternate outfit: pink uniform w/o hat 
Weapon [FF LK] (Blade Wheel) 

Fireball (D,F,LP] 

Leg Grab [D+LP+BLOCK] 

Sq-Wave Punch [F,B,HP] 

Vert. Bike Kick{B,B,D,HK] 

Air Throw [BLOCK] 

Front Flip Kick[B,D,F,LK] 

Fatality #1(sweep)[D,D,D,U,RN] 

Fatality #2(outside sweep) [U,D,D,U,HK] 
Fan Fatality [D,D,B,B,HK] 

Spike Fatality [F.D,F, HP] 

SUB-ZERO 

Alternate outfit: half-frozen 

Weapon [D,F,HK] (Ice Wand) Freeze with it [B+LP] 
Ice Blast [D,F,LP] 

Ice Clone [D,B,LP] 

Slide [LP+BLOCK+LK] 

Fatality #1 [FB,F.D,HP+BL+RN] 

Fatality #2 (outside sweep) [B,B,D,B+HP] 
Fan Fatality [D,U,U,U,HK] 

Spike Fatality [D,D,D,LK] 

TANYA 

Alternate uniform: black dress 

Weapon [F\F,HK] (Boomerang) 

Fireball [D,F,HP] 

In Air Fireball [D,B,LP] 

Splits Kick [F,D,B,LK] 

Corkscrew Kick [F,.LK] 

Fatality #1 [D,D,U,D,HP+BLOCK] 
Fatality #2 [D,F.D,F. HK] 

Fan Fatality (B,F,.D,HP] 

Spike Fatality [FF,FLP] 

KOMBAT KODES: 

123 1283 - One-Hit Win 

012 012 - Noob Saibot Mode 

020 020 - Red Rain (do this code on the Rain stage) 
050 O50 - Explosive Kombat 

002 002 - Weapon drawn and can't be knocked out of your hands 
100 100 - Disable throws 

010 010 - Disable Max Damage 

110 110 - No Throw/ Disable Max Damage 
111 111 - Free Weapon (A Random weapon falls) 
228 222 - Start With Random Weapon 
550 546 - Randper Kombat 

444 444 - Start With Weapons Drawn 
555 555 - Many Weapons 

666 666 - Silent Kombat 

$21 321 - Big Heads 

STAGE SELECT: 

011 011 - Goro's Lair (Spike Pit) 

022 028 - The Well (Scorpion's Stage) 
033 033 - Elder God's (Blue Face Stage) 
044 044 - The Tomb Stage 

055 055 - The Rain Stage 

066 066 - Snake Stage 

101 101 - Shaolin Temple 

202 202 - Living Forest 

3035 303 - Prison (Fan Stage) 

313 $13 - Ice Pit 

Code submitted by NA 


Send all code submissions to: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 


WORTH 20 FIGHTERS 


EDGE POINTS! 
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PlayStation 


BEFORE YOU LAY CLAIM TO HAVING THE BEST FIGHTING GAMES, 


YOU'D BETTER HAVE THE BEST FIGHTERS. WE DO. 


La 
ie) 
vo 
S 
Cc 
o 
ra 
—_ 
a=) 
Oo 
S 
Qa 
joa 
= 
a 
z 
om 
A=) 
ae) 
v 
¢ 
sa 
= 
oa 
iva 


vy 
ae 
a 
oO 
Ao] 
fas) 
pe 
a=) 
® 
c 


w 


1s 


pcorr 


1998 ALL RIGHTS RESERVED. Pocket Fighter is a 


NC 


of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Soft 


Last September saw the stateside release of Final 
Fantasy VII on the PlayStation, a game that, to date, has 
sold more than 18 million copies world-wide. Not only 
did Final Fantasy bridge the gap between the smaller 
group of hard-core RPG players and the mass-market 
game buying audience, it also has been one of the most 
successful franchises in the history of interactive 
entertainment. While the reception to FFVII has been 
nothing short of outstanding, the hype for the sequel is 
already starting to build to a feverous pitch. The funny 
thing is Cor sad, depending on how you look at it) that Final 
Fantasy VIII isn’t even going to be available in North America 
until late 1999 — that’s well over a year away! While I 
personally feel it is really too early to do any major coverage 
on the game Cwith it being so far out and everythings), I thought 
I’d at least offer our readers a first-look and talk a little bit 
about the new characters and differences between VII and VIL. 
As with FFVI, VIII will feature a highly complex marriage 
of fully computer-generated movies, 5D gameplay, hundreds 
of pre-rendered, SGlI-rendered backgrounds and real-time 
SD battles. Hironobu Sakaguchi, creator and producer 
of the Final Fantasy series continues to feel that the 
PlayStation hardware hasn’t been fully exploited, and 
VII promises to elevate and surpass FF'VII in technological 
innovation and creativity. 

At this time, there’s not much information available 
about the storyline, although there are two main 
characters that have been introduced: Squall Leonhart, 

a dark and brooding 17 year-old ex-soldier who has a 
scar that runs down across his forehead and Laguna 
Loire, a 87 year-old thrill-seeker who’s ready for action. 

Believe it or not, the graphics and visual presentation 
actually exceed FFVII’s high production values. The flat, gouraud 
shaded characters of the last have been replaced with intricately 
detailed texture maps, and the real-time 3D battles will be 
even more intense. Some other notable features will be all the 
characters on-screen simultaneously during the exploration 
mode and the return of character creator Tetsuya Nomura 
and master-musician, Nobuo Uematsu. That’s all for now. 
I’m sure there will be plenty more to show in the months to 

come. We’ll keep you posted on 
the game’s progression as more 
information becomes available. 
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Delphine Software and Electronic Arts have 
teamed up once again to bring racing fans every- 
where the sequel that they’ve been waiting for 
— Moto Racer a. For those of you with total 
recall, you’ll remember that the original Moto 
Racer received the PSExtreme Driving Game 
of the Year award for 1997, so Moto Racer 2 
will have to be pretty impressive to meet the 
lofty standards that numero uno set. Ever 
the master of the sequel, EA has had Delphine 
put in thirty (30) new tracks for MRe. That’s 
ten more tracks than the original game had! 
The races will also take place in different loca- 
tions this year — places like the Sahara desert 
and the Amazon rain forest (we hear that you 
can actually see the big logging companies chop- 
ping down trees as you race by). Also new for 
MRe are advanced weather effects such as sand- 
storms, snow and rain, all of which will have 
a greater effect on your driving abilities in each 
of the different courses. Lighting effects have 
also been changed to keep up with the latest 
and greatest in technology advances, so now 
you'll see more dynamic shadows and sun spots 
thanks to the real-time lighting. And, take it 
from someone that knows a little something 
about lighting Cwho else in video game land can 
tell the difference between Metal Halide, High 
Pressure Sodium, and Mercury Vapor lamps? 
Bueller? Bueller? Anyone?), these effects real- 

ly do make the game environments look 
more natural. Another new feature 
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". is the replay mode that allows you to save your 
best races in a TV style presentation. But, what 
T>we have found to be particularly interesting is 
; the hew Track Editor that allows gamers to cre- 
/ ate and save their own tracks. Yes! This is some- 
“thing that those of us that don’t play PC games 
» have been waiting for, for quite some time. 
Unfortunately, the Track Editor isn’t working in 
this preview version, so we’ll have to give you 
the full scoop on that next time. One of the other 
new, intriguing features for Moto Racer 2 is the 
ability for THREE players to go head-to-head to 
head simultaneously. No word yet on whether the 
three players can feel the pain via the Dual Shock, 
but we do know that MR@ will be analog com- 
patible. These are just some of the new features 
of Moto Racer 2, but you’ll be happy to know that 
none of the play mechanics have been changed. 
The bikes handle just like they did before, with 
the turbo applying the same great amount of 
boost. There are multiple camera angles, two 
play styles (arcade and simulation), a bunch of 
bike§ to choose from, and three difficulty settings. 
We understand that EA is looking into signing a 
popular band (or two) to supply the MR& sound 
track. MOto Racér es is Currently Scheduled to 
be released in late September or early October. 
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NFL XTREME: A HIGH-SCORING, 5-ON-5, IN-YOUR-FACE, GRIDIRON 
WAR. THERE’S NO RULES, NO PENALTIES AND NO BOUNDARIES. IT’S A : 


HELMET-POPPING, TRASH-TALKING, LATE-HITTING FREE-FOR-ALL. ENJOY. 


AFTER THE COIN TOSS, 
ANYTHING GOES" 


BENE N ld enh, 


Ty 


Ve 


Breer pce 


Sap 


eed eee 
4 EP 7 
' Wide soe 


ise 
oe 2 


Aaipineey 


= 4 


PlayStation 


PLAYERS 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. NFL is a 
registered trademark of the National Football League. Officially licensed product of the NFL Players and NFL 
Properties. The NFL shield design is a trademark of the National Football League. Team names, nicknames, logos 
and other indicia are trademarks of the team indicated. TM/© 1998 NFLP. Players Inc Logo is an official trade- 
mark of the NFL Players. ©1998 Players Inc. Developed by 989 Studios. “After the coin toss, anything goes” 
is a trademark of Sony Computer Entertainment America Inc. ©1998 Sony Computer Entertainment America Inc. 


Listening to some naysayers out there wax 
on about the fact that there are no true, innov- 
ative video game ideas and concepts left to be 
developed and cultivated makes me want to go 
postal. While I won’t argue the fact that a lot 
of companies will take the easy way out and 
develop cheap knock-offs of already tried-and- 
true games, there is, and always should be, room 
for something completely unique and different 
in this industry. Lucky for us, there are devel- 
opers such as Half Moon Bay, CA-based AndNow, 
a gem of a company that strives to do things a 
little bit differently, by creating amazing games 
with universal appeal that offer something for 
everyone. 

Founded in 1996 by Ed Annunziata and Gerry 
Blau, AndNow has been quietly working on a 
_ PlayStation title for MGM Interactive by the name 
of “Tiny Tank: Up Your Arsenal”. While not their 
first effort in the video game world (Kd has been 
developing decidedly different titles for years and 
is best known as the creative visionary behind 
such Sega titles as Ecco the Dolphin, Mr. Bones 
and The X-Men), it is their first PlayStation title. 
From the early demo that I had the pleasure of 
playing, it’s evident that this game falls in line 
with their philosophy. 

To hear someone describe the content and 
storyline behind Tiny Tank, you would think that 
they were a bit wacky, but to see it in execu- 
tion is where it all makes sense. The story is set 
in the future, where the government is trying to 
convince the populace that an army of super- 
powered robots is the answer to achieving vic- 
tory in warfare. At first, the people don’t go 

for the concept. It’s only after a marketing agency 
conceives of and develops an irrepressibly 

- cute mascot, by the name of Tiny Tank, to 
champion the cause do they warm up to 

it and unanimously vote for the creation 

of the robots. As usual, something goes wrong 
and Tiny Tank is mysteriously shot and put out 
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of commission. Not long after that, the robots, pow- 
ered with state-of-the-art, self-thinking micro-chips, 
decide the human race is not fit to walk the earth 
and drive the surviving population underground. 
100 years go by and Tiny, whose metal remains 
were left for dead, reactivates himself only to be unit a 
shocked at the way things have progressed. Now, (geen? 

it’s up to Tiny to take on the legions of enemy robots | 
in order to defeat MuTank, their leader, who uses 
his radio program to control his robot cronies and 
keep any potential do-gooders (like Tiny) misled. 
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— a «yp The way the story is related to the player is through 

-_— - ea a series of CG-rendered flashbacks (which are quite 

> le ee « hilarious, I might add — where did he learn such 
441 . _ language’). In addition, at the press of a but- 


4 \) ‘ee aoe sf ton, Tiny will constantly turn his head 
ao a Dy q eee around during the game and tell the play- a 
hn t! “er like it is. 
= . While the screen-shots might make 

the game look like an out-and-out tank shoot- 
er, there is a lot more to it than meets the eye. Yes, 
the game is a character-based, 3D action/shooter 
but, there are more complex things going on under- 
neath that make the game so much more. Besides 
the explosive battles, players will have to apply 

a bit of resource management — by picking 

up and distributing mind and strength-enhanc- 

ing AI power-ups — as well as piece togeth- = 

er a multitude of ingenious puzzles, in order 

to advance through increasingly difficult lev- 
els. All of the fast-paced action will take place 
throughout 18 giant, free-roaming 3D worlds, 
where gamers will have to utilize Tiny’s vari- 
ous moves in order to navigate over lava pits, 
cross dangerous, mine-filled deserts and through = 

cramped underground tunnels. It will really take ; i J 

| a combination of brains and brawn to defeat the 

y : variety of different and unique enemies, such as 

= the invisible Stealth Tank. Stealth Tank, it turns | | 
out, is a bit on the vain side and will only show + a 
himself if you throw him some flattering com- 

ws pliments. In addition, Tiny can outsmart the 


an Cy, Ea enemy by pitting less intelligent robots against 


each other. If all else fails, players can always 

\ fall back on Tiny’s arsenal of weaponry 
which they can find and utilize, such as 
mortars, lasers, rocket launchers and these 

crazy Teeny Weeny Tanks that are shot 

out of his behind and then sent into hos- 

>, vile situations, only to blow up and 

~~ "/ explode into unsuspecting enemies. 

~ There’s plenty more to Tiny | 

™~ Tank that can and should be pointed out, 

@ 


, 


tine 


but we’ll leave that for a future issue. 
As it stands, Tiny Tank: Up your 
Arsenal is scheduled for release sometime 

toward the end of the year. \ 
GREG ~~ 
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Tomb Raider I: The Adventures of Lara 
Croft was officially unveiled at this year’s Ed 
in Atlanta. The version they were showing 
was actually a specifically created level just for 
the convention that showcased Lara’s arsenal of new moves and 
weapons, as well as some of the new environments she will be 
adventuring in. Recently, we met with Adrian Smith, the Operations 
Director, aS well as one of the founding members of Core 
Design Limited, and were treated to the first hands-on 
playable demo of the real game. Here’s what we came away a 
with: 

Like Tomb Raider II was to the original, Tomb III has 

been almost completely re-written from scratch — with 

approximately 20% of the original Tomb code being utilized. 
The first major difference, (and there are quite a few) is 
that the levels are now non-linear, offering the player 
a choice of where he or she wants to go. The way this 
works is you'll have to play through the first level of the 
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game. From there, you’ll have the choice of nesses inky h 
entering any of the next three levels. Once — 
you’ve conquered them, it’s on to the last. 
While this doesn’t sound like there are nearly as many lev- 
els as the last two, rest assured, each major level will be 
made up of many sub-levels (like before). The locales of 
the levels include the overgrown ruins of India, the secre- 
tive goings-on at Area 51 in the Nevada desert, the rooftops 
of London at midnight, the sandy beaches of and dense jun- 
gles of a South Pacific island and, finally, a huge oil tanker 
somewhere in Antarctica. 

Here are some other new features that might not have 
been mentioned in our preview last month: First, there will 
be multiple routes through each level. This time around, the game will be a little kinder in terms of 
the player’s abilities. If you’re a hard-core Tomb Raider, then you can take the tough route — 
where there will be all the death-defying jumps, pitfalls and hazards we’ve come to expect from 

the series. If you’re a newcomer, or found the last two too hard, then there will be easier ways 

to get through the level — just don’t expect to find all of the secrets and goodies such as spe- 
cial weapons, ammunition, health power-ups and the like. In fact, we’re told there will be a lot 
more secrets, puzzles and nooks and crannies this time around. 

As stated before, TR III will be displayed in the PlayStation’s high-res mode and features a 


te Pe Se a Bk new particle system. This means guns will smoke when fired, shell casings will fall to the ground, 
Set ss ag eae water splashes, etc... There is also a new level of attention to detail. Expect to see weather effects 
eee . 2a such as rain, fog and snow as well as fish swimming in the water, quicksand and more. Other 
er . additions will be new vehicles such as a canoe ride through the rapids, a jeep chase and a 


Quad Runner (ATV). TRII also showcases a, new lighting system and greatly improved AI — ene- 
mies will run and hide when hit, can hear and react to your footsteps, 
and will circle around you to attack from behind — you may even have 
to keep certain animals at bay by using your flares. Of course, there 
are the new moves mentioned last issue (Lara’s roll is most likely to be 
changed to a crawl) and the prerequisite costume changes. 

At this time, it’s evident Eidos and Core are on their way to achiev- 
ing a “threepeat” this Christmas with the return of Lara Croft. We’ll have 
more shots and info in future issues as the countdown begins... 
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“One thousand years ago, a 
huge comet possessing special ener- 
gies collided into this planet. The 

PEs ranet' s axis was thrown out of 
. balance and dry lands.suffered 
Ee at floods. The dust generat- 
ed t Ny the collision obscured the 
planet’s surface, creating an arti-. 
ficial winter for several decades. 
Survivors raced to build float 
* ing cities in an effort to reach 
_the warmth’and light of the 
_ * sun. While researching the mat- 
“s ter. contained in the deadly dome 
scientists discovered an entirely _ 
new source of energy called 
LENS... @ 
‘\ <8 No, this isn’t the plot to the 
latest big-budget,..summer 
| pipakbysterseeouia, it’s the | 
p for Sa s first ¥ 
Station R 


, pet “Tales of Popes ting 


“Ca, t,"earth-bound survivors . 47) 
of the comet (E’rthers) and the Aethereans, a population 


of despots who ruled over the E’rthers from their Aeropolis 
in the skies, Eventually, the masses left on Earth revolted. 

With the aid Of the LENS technology acquired from scien- 
- tists who fled the 


dictatorial rule in the sky, they created an ulti- 
> m =a cage aie dian — a weapon imbued with sentience — 
“and 5 . ‘ down the Aethereans and their floating cities. 
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The airst thing you aes notice about Tales of 
.. Destiny is that, even th it’s. on the 32- 
 _ “ePhouse known as thé PragBiaion, it has see 
| Be tinct 16-bit look and feel to it. While some my, 
hes find it-a little bit strange and puzzling (especi 


| oa, that Namco is known for its graphical i 
. amcois focusing on storyline and game 
— not w ings to ) far or take away from the A 


ditional RPG. 
While it might look a bit plain, there are@nieUniquer, 4) 
features and special touches that should draw most | 
players in. Besides the traditional RPG touches, such as 
a deep and involving storyline, multiple quests and sub- 
quests, acquiring new party members random PA | | 
-the most notable feature is Sees aid of the multi” 
tap, up to three peut rol the other mem- 
bers in your party'd . Fighting is in real-time, 


en - not turn based, and yo 7 has the ability to either - 
\ > use spells or fight in hand-to-hand combat. As you! 


fh pe | » dD ou will acquire special, 
Cigaan Ae SS o- | Simdban then be applie | 
. rr » -s reset D-pad and button combi at of 
‘ad = ’ ge up, down and attack). Es f 


co is work- 
ing o the lation and local- 
ization Brodie The translation 
looks to be especially well done, 
with a very humorous, 
American-style approach:to it 
(fans of any of Working 
08" Designs RPGs will definitely 
feel at home). Tales OF Nas 
Destiny is tentatively scheduled + 
for an October release. 


\ 
\ 
\ 


There are only a couple of games on my ag 
“wish-list” that haven’t been fulfilled by some 
random developer at one time or another. Of 
these, one would be a great 5D Batman 
adventure Check, I’d even settle for mediocre). 
The other, is a third-person Indiana Jones 
game. Just ask anyone, it makes perfect sense 
— Indiana Jones is THE consummate 
license/character for a video game. Take Eidos’ 
Tomb Raider for example, once you got past 
the T&A, it’s the closest you could get to 
this type of game and, it’s definitely one of 
the reasons why it has sold so well. Thankfully, 
LucasArts has finally seen their way clear to 
develop a new Indy game by the name of 
“Indiana Jones and the Infernal Machine” / 
and, from what we’ve seen so far, it looks — 
to be a killer 3D action/adventure. / 

The story is set during 1947 and the Cold - 
War is just beginning its treacherous spread. , 
The Russian government has learned of an 
ancient machine buried in the ruins of the 
fabled Tower of Babel that has the power to 
unlock a legendary inter-dimensional gate. If 
activated, the device could unleash a deadly 
force and swing the balance of power away 
from the West. While the Russians might have 
great Vodka, we’ve got renowned archeologist 
and famed adventurer, Indiana Jones. 

That’s right, Indy is heading for the PC 
and PlayStation early next year in a real-time 
SD adventure fraught with all of the action 
and intrigue worthy of a classic Indiana Jones 
film. Players will guide Indy through all sorts 
of exotic locales, ranging from the ancient 
ruins of Babylon to the Aztec pyramids in / 
Teotihaucan and beyond. In the game, you 
can expect all of the trademark moves, / 
weapons, and scenarios. Dr. Jones has the ! 
ability to wield his trusty whip, run, leap, / ' 
swim, swing and climb. In addition, he’ll have 
a host of weapons which he can utilize, 
including automatic pistols, rifles, a bazooka, 
hand grenades and satchel charges. There are 
also going to be several special action 
sequences interspersed between the 
exploration, such as rafting through white 
water rapids, an off-road jeep chase and, of 
course, a runaway mine car ride. 

While the shots you see here are from 
the PC version that’s being simultaneously 
developed along with the PlayStation game, 
we are confident that the console version will 
be one helluva game. 


EVERY PS GAME EVER REVIEWED — CHAT ROOM — EXCLUSIVE NEWS AND REVIEWS 
_ Excursions leaving every 3 nanoseconds... 


How did the idea for Spyro originate? Did you set out 
to create this style of game from the beginning, or was it an 
evolution of some other concept? Why a dragon? 


TED: After we released Disruptor, we had several brainstorming 
sessions where we were throwing around ideas for a new 
game. We didn't want to do another first-person shooter and 
we were pretty set on going for a third-person, character-based 
game. The big questions were a) what kind of character did 
we want to create? and b) what the heck was that character 
going to do? About the same time, Mark Cerny, our executive 
producer from UIS, had challenged Al Hastings to come up 
with a new, fast engine that would do away with the ubiquitous 
fog seen in most 3D games. What Al produced blew everyone 
away, including Mark. Suddenly we had this engine that could 
render huge, complex panoramic views at 30fps, without using 
fog to hide polygons. With such an engine, we knew that we 
wouldn't have to constrain our character's types of movement 
or speed. With that in mind, Craig Stitt said, "Hey, I've always 
wanted to do a game about a dragon." And that did it. We all 
agreed that dragons are just plain cool and since dragons are 
pretty versatile creatures — they can flame, fly, run, jump, 
charge, use magic, etc. — we had the perfect character to take 
advantage of Al's engine. With Mark Cerny and Michael John's 
help, we began to construct gameplay scenarios that revolved 
around Spyro's abilities to glide, flame, jump, charge and fly in 
huge, open environments. 


While we’ve had the pleasure and ability to play the 
heck out of the game during its development cycle, our readers 
are not so lucky. Could you briefly explain the storyline and 
gameplay mechanics behind Spyro? 


The storyline goes somewhat like this: The game takes 
place in a collection of worlds ruled by dragons and inhabited 
by all sorts of wacky, fantastic creatures. You play the part of 
Spyro, a young dragon who is more interested in causing 
mischief than growing up to become a responsible adult dragon. 
Unfortunately for all of the dragons, an evil creature named 


E 


Gnasty Gnorc has been quietly gaining 
power in one of the uninhabited worlds. 
Gnasty is jealous of the dragons and 
their wealth and devises a spell that 
will allow him to take over all of the 
dragon worlds. One day when Spyro 
is out causing his usual mischief, this 
time burning his initials in a cave wall, 
Gnasty Gnorc casts a spell that turns 
every dragon, except for Spyro of 
course, into crystal statues. When 
Spyro emerges from the cave, he realizes that he 
is the only dragon left and that he'd better get his butt 
in gear if he wants to see his friends and family again. 
Spyro, and you, the player, have three major goals. 
The first is to free the dragons, the second is to collect 
the treasure that Gnasty has stolen, and in many 
cases has converted into his minions, and the third 
is to defeat Gnasty himself. We designed the game 
mechanics to bring the feel of 2D action games to 
a 3D world. We gave Spyro a much faster top speed 
than in other 3D games, while still keeping the controls 
tight and responsive. This had two very positive results. 
First, the game has a very high “toy factor". It's fun 
just to pick up the controller and cruise around the 
world at maximum velocity. Second, we were able to 
shift the focus from jumping challenges to enemy 
interaction. This gave the game a fast-paced action 
feel and also allowed us to show off some hilarious 
animations. 


PSEX: It's apparent the game definitely has a distinctly 
cute, colorful feel to it, but even though we are all 
hard-core gamers at PSExtreme, we can’t get enough 
of it. ls there a certain age group or demographic 
you're targeting for or are you going for a more 
universal appeal? 


We aren't targeting any audience in particular 
- simply people who enjoy 3D console games. As for 
the brighter, more colorful look...well, after Disruptor, 
we were all pretty burned out on violence and dark 
environments. We wanted to try a different direction, 
one which emphasized humor, character interaction 
and art that leaned more toward fantasy, versus ultra- 
realism. Spyro himself really appeals to all ages 
because, while he is an attractive character, he's 
actually a mischievous little rebel who loves causing 
and getting into trouble. 


It's obvious that the graphic integrity of Spyro 
is up there with the PlayStation elite (Crash, Tekken, 
Resident Evil, etc.) Can you give our readers some 
of the technology (without giving away proprietary 
secrets, of course) that has gone into the development 
of the game? 


BRIAN: Spyro offers many of the graphical tricks that 

have made their Playstation debut in other hit titles. 

Among these are specular high-lighting, real-time 

animated shading, software z-buffering, and 

environment mapping. However, | think there are 
three pieces of technology that have determined the 
look of Spyro more than any others: 

1) The most defining characteristic of the game is the 
large, unfogged environment. This is made possible 
by an engine that uses multiple levels of polygonal 
detail in the foreground. The biggest trick was to 
get the transitions between smaller polygons and 
larger polygons to be absolutely seamless. This 
process is almost entirely automated by our 
production tool, "Karma". Karma uses an algorithm 


to find the precise interpolation transform to blend 
the detail levels. The end result is that you can 
walk across humongous, open 3D worlds and 
never see any fogging or pop-in. 

2) My personal favorite bit of technology is the use 
of rendered backgrounds (we call them 
cycloramas). Instead of using the traditional bit- 
map backgrounds, we render the background out 
of polygons. Not only does this free up precious 
VRAM for the foreground, but it allows us to create 
backgrounds that don't stop at the top and bottom 
of the screen - they actually wrap around the world 
like a sphere. The result feels much more realistic 
and fits the look of the environments better than 
bit-maps. 

3) Finally, we developed a very efficient algorithm for 
compressing animation data. If you include Spyro's 
animations, a typical level in the game will have 
over 3000 frames of character animation. 


What were some of the challenges you had 
to overcome in building such an ambitious, free- 
roaming (and flying) game on the PlayStation? Are 
there things that you wanted to implement that you 
couldn't because of time or technology? 


AL: The biggest challenges in making this game were 
actually related more to game design than to 
technology. From the very beginning, we knew exactly 
where we wanted the technology to end up and 
exactly what the PlayStation could do — so it was 
just a matter of holing up for a few months and 
cranking it out. The game design was an entirely 
different story. We started with only a handful of rather 
broad concepts that we thought might come together 
into a really nice game. For example, we all agreed 
the focus of gameplay should revolve around enemy 
interaction instead of environment interaction. We 
also agreed that the action should be fast-paced and 
not overly cerebral. And the enemies should be 
humorous with personalities that lend flavor to the 
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worlds. Now these ideas are all fine and good, but 
its a long way from an actual game. As it turns out, 
the final product reflects these early ideas surprisingly 
well, considering how many times we had to stop and 
rethink the game design along the way. 


How long has Spyro been in development? 
Do you have separate teams working on other 
products simultaneously or are you concentrating 
solely on one project at a time? 


We began conceptualizing Spyro around 
December, 1996 — about a month after we released 
Disruptor. The actual day that Spyro was born was 
the day that Craig Stitt mentioned that he'd always 
wanted to create a dragon game. We began 
development of the code in January, 1997 and went 
into full production in the fall of 1997. We only‘have 
one team at the moment and it's taken all of us, plus 
Mark, Michael and Jackie Evanochick from Universal, 
working full time to ensure that Spyro delivers what 
we've envisioned. 


: What are the benefits in working so closely 
with Universal Interactive Studios (UIS) and, 
consequently, the movie industry. How does the 
relationship work between yourselves, UIS and Sony 
Computer Entertainment? 


| think the biggest benefit that we've realized 
in working with UIS is having the opportunity to work 
with our producers — Mark Cerny and Michael John 
who have, with contributions from our lead animator 
Alain Maindron and our programming team, been 
responsible for the level designs. Both Mark and 
Michael are industry veterans and their advice and 
guidance has been invaluable. Another huge benefit 
of working with Universal has been the chance to 
work with Mike Gollum at Universal Sound. Mike has 
done the sound effects for myriads of TV shows and 
movies and he and Chris McNulty are responsible 
for the hilarious sounds that make the game come 
alive. 


As far as how the relationship works between the 
three entities, the easiest way to explain it is that 
Insomniac Games is the developer, Universal 
Interactive Studios is the producer, and Sony is the 
publisher. Even though the situation is a little more 
complex that the typical publisher/developer deal, 
things have gone very smoothly, with each party 
working extremely hard to complete its part of the 
project. 


Thanks again for your time guys. We know 
you're especially busy putting the finishing touches 
on the game. Is there anything else you'd like to 
get across to our readers before you go? 


): Well, since our beta date is approaching like 
a freight train, | think we're all looking forward to getting 
some more sleep — perhaps sometime this fall. But 
at the same time, once Spyro is out, flying around 
the retail shelves on his own, we're gonna miss the 
little guy... 


ell, it took over a year to get my hands on a playable 
version of Sony Computer Entertainment of Europe's 
“MediEvil” — and it was worth every pins and needles 
moment. Finally, my quest for Runes has begun! 
Published in America by SCEA, Medikvil has all 
of the makings of a hit. The game, with its 
unmistakable fee] of Capcom's classic “Ghosts and 
Goblins” and “Ghouls and Ghosts”, continues to 
show that the PlayStation is capable of displaying 
beautiful, detailed, fast environments that amaze even 
those of us in the media, with our super-duper, 3Dfx, 
Voodoo 2 — everything but the kitchen sink, $3,000 
PC's. 

The story, from the developers keyboard to your 
eyeballs, is as follows: “Long ago, in Gallowmere's 
distant past, it was King Peregrin’s champion, Sir 
Daniel Fortesque, who thwarted the evil sorcerer 
Zarok and his plan to enslave the land. Zarok was 
banished but not destroyed.... Zarok fled and 
reassembled his forces, summoning Shadowy 
Demons to build a vast fortress. Under the cover 
of night, Zarok’s dark army spilled forth from their 
corrupt haven. The army marched south across the 
Silver Mountains and through the Silver woods. 
Retaliation was swift and violent. It was Sir Daniel 
Fortesque who led King Peregrin’s first army and 
it was Fortesque himself who was the first to fall. 
An arrow through the eye brought a swift end to 
the life of the people's hero. The King's secondary 
army marched east from Peregrin castle to join the 
fray, taking Zarok by surprise. Zarok’s army was finally 
defeated in the swamp lands and the vengeful sorcerer 
flew north to the mountains. 

It is now one hundred years later and Zarok has 


returned. He has cast a spell that has enveloped 
the land in eternal darkness — turning villagers into 
madmen and collecting their souls to feed his army 
of darkness. His power has grown so great that it has 
left a trail of magical energy across the countryside. 
As this magic has seeped into the ground, it has 
touched long-dead bodies and filled them with new 
life! Including our hero, the decayed knight named 
Sir Daniel Fortesque. Sir Dan staggers from his 
crypt, collecting his old bones and sets out to defeat 
Zarok's evil plan (as if being dead wasn't bad enough). 
It is this one last battle against his nemesis that must 
be won, so that Sir Dan can take his rightful place 
at the table of the Hall of Heroes. Will Sir Dan 
prevail against this mystical trail of darkness?” Well, 
it's up to you and your Dual Shock (not required, 
highly recommended) to find out. 

Medikvil gets its hooks into you right from the 
start. After a short training session at home, you are 
dropped in the middle of a graveyard and the un- 
dead are on the move. Brandishing your sword, you 
begin to mow them down, all the while looking for 
treasure, other, more powerful, weapons, Runes (the 
keys that unlock other areas of the level) and solving 
puzzles. While the un-dead are, initially, pretty easy 
to take care of, things get a little more sticky as you 
move deeper in the game and begin encountering 
some of its bosses. 

In the first level, there are a number of things to 
accomplish, including finding a key for one door 
that you will not be able to locate until you beat the 
game's first boss — in the third level. By making 
quick work of all the baddies on level one, you 


can take a golden chalice that will give you temporary 
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access to the Hall of Heroes — before you move on 
to the second level. Entering the Hall will result in 
Sir Dan being given one of four different weapons 
to help him through the second level — where you 
begin your march up a hill with huge boulders 
running down the circular path — threatening to 
crush you at every turn. 

This little teaser should whet your appetite for more. 
For now, | can’t help but be impressed by MediEvil's 
play environment. The graphics are colorful, while 
depicting somewhat of a gothic, horror movie-like 
world. The music isa perfect compliment to the 
macabre feel of the levels, with pipe organ music 
(VERY Danny Elfman/Batman-ish) trumpeting 
throughout. And the thoughtful gameplay, with 
its emphasis on both action and puzzle solving, 
immediately captured my attention and drew me in. 
Although it may sound like I'm editorializing a 
little too much about a game that is not ready for 
evaluation, Medikvil is far cnough along to get some 
real strong first impressions. You are going to want 
to keep an cye out for this one — it should be one 


of this holiday's best. | 
psig DAVE 
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METAL GEAR SOLID 


KONAMI «¢ OCTOBER 


Ok, we admit it, we’re wrapped up in the hype of “Metal 
Gear Solid” just as much as the next guy, and rightly 
so. The reason why everyone’s so excited is because 
of the fresh and original play mechanics and the incred- 
ible 5D graphic presentation that MGS offers. Sure, 
it’s a blast to shoot and kill everything in sight, but 
there’s something just as appealing (and a little bit sus- 
penseful) about sneaking around in the shadows, hid- 
ing in nooks and crannies and avoiding being seen and 
detected at any cost. This preview represents the first 
real hands-on playable that we’ve had in our offices 
(rather than only getting a few minutes with it at a trade 
show before being kicked off by a fiendish, pimply kid 
whose dad runs “Uncle Lou’s House of Videos”). Our 
first impression: The game is going to be awesome! In 
just the first two demonstration levels, you can find two 
different kinds of grenades (for those sticky situa- 
tions when you can’t run and hide) a Slocum pistol, and 
a set of infra-red, heat seeking goggles with zoom capa- 
bilities. 

In case you've been comatose for the last six months, 
Metal Gear Solid chronicles the adventure of Solid Snake, 
a mercenary who used to belong to the Foxhound Special 
Forces — a high-tech, special ops group gone bad. Recently 
being called back to action, Solid reluctantly agrees to 
infiltrate their base, hidden in the outer limits of Alaska, 
and neutralize the threat his former comrades... 
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989 STUDIOS - OCTOBER 


“Cool Boarders 3” is nearing completion and it is look- 
ing like a major swoosh! forward for the series. CB 3 
will give players the opportunity to race down five 
different mountains with 32 different tracks to race 
upon — all presented in glorious 3D, and in the PS’s 
high-resolution mode. In addition, the game will feature 
six different racing/stunt events, including; The Downhill, 
BoarderCross and Slalom events (racing) and the Half 
Pipe, Big Air (Something about that name sounds famil- 
lar...) and Slope Style (aerial competition) competi- 
tion(s). Cool Boarders 3 will also feature analog and 
Dual Shock support, two player, head-to-head 
racing/jumping (split-screen and Link Cable) and will 
allow players access to two secret runs designed to chal- 
lenge even the most skilled virtual boarders. The com- 
petition in this category is going to be as severe as 
the sport itself — but we’ll help you cut through the 
fog. We should have this one under the microscope in 
October. 


tel 


KOEI « JANUARY 


Koei, ever-famous for taking historical Chinese monarchs and 
putting them in their video games, has set on a different path 
with their second fighting game for the PlayStation, “Destrega”. 
Similar to that of Bushido Blade, Destrega pits fighters against 
each other in a seemingly open, go-anywhere 3D environment — 
breaking out of the confined arenas of most fighters. What’s 
different and unique about this Destrega compared to other fight- 
ers, as well as their own, is that it doesn’t have anything to do 
with ancient Chinese history whatsoever, and the characters can 
fight both close range, with hand-to-hand combat and long-range, 
with magical spells. From the look of 
the graphics, Destrega will have all 
of the technological eye-candy (run- 
ning in hi-resolution, 3D lighting 
effects, thousands of polygons, etc.). 
Destrega is being developed by Omega 
Force (Dynasty Warriors) and will 
support the Dual Shock. 
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989 STUDIOS « OCTOBER 


Watch out Parappa fans, 989 Studios have picked up 
the Japanese dancing sensation known as “Bust a 
Move” and, for various legal reasons (i.e. Acclaim/Taito 
already have a popular puzzler out by the same name), 
have re-named it “Bust a Groove”. If you’re at all famil- 
lar with the import version of this game (which was 
developed by Enix and released in Japan back in April 
of this year), you already know it’s all about groovin’ 
to the rhythm. Would-be dancers must rhythmically 
push buttons in sync with the beat of the game’s catchy 
tunes — which span a variety a dance styles, includ- 
ing hip hop, techno, jazz and disco — in order to beat 
out their opponents by pulling off the most fly moves. 
Break out the right moves and you can steal the spot- 
light away from the other dancer for big combos. All 
of this is displayed in colorful 3D with ultra-smooth, 
motion captured characters. 
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JEFF GORDON RACING 


' As you may have already heard, Jeff Gordon is putting 
his name on a racing game and it has nothing to do with 
NASCAR. ASC Games and Jeff Gordon are teaming up 
to bring us “Jeff Gordon Racing” for the PlayStation. It 
seems the young Mr. Gordon has a penchant for video 
game development and will be co-designing and co-pro- 
ducing the title. Not your traditional racer, Jeff Gordon 
Racing takes you into the future where he acts as your 
personal mentor, teammate and, ultimately, your com- 
petitor. While the game is described as a stock car style 
game, it is so in driving style only. We all know that the 
racing category has been very well represented by a 
number of quality titles, so taking this genre in a dif- 
ferent direction with a familiar name may just be the 
key to breaking out of the pack. Look for more info in 
the coming issues. 


NFL GAMEDAY 935 


We just received our first playable version of 989 
Studios’ “NFL GameDay 99.” Suffice it to say that the 
word for GameDay this year is “more.” With NBC’s 
(back in the game after a one year absence) Dick 
Knberg and Phil Simms in the booth, more detailed 
polygonal players, an all-new front end, continuous 
statistical updates during gameplay, Dual Shock and 
analog support, an active, free-floating camera and 
much, much more, NFL GameDay 99 looks poised 
to do battle with Madden once again. Our initial 
impressions of the game are that it looks great, 
and the new play book and play calling screens make 
use of a great new interface, but gameplay is too early 
to comment on. Look for our annual head-to-head 
comparison with EA Sports’ Madden NFL 99 when 
Dave takes both of them apart in our October issue 
— the game will hit retail in the beginning of 
September. 


LUNAR SILVER SIURY 


WORKING DESIGNS e OCTOBER 


For those of you not familiar with Working Designs, they 
have made a name for themselves translating mainstream 
Japanese titles and importing them for the US market- 
place. Not for every gamer, but they’re guaranteed to bring 
you fresh experiences. “Lunar: Silver Star Story Complete”, 
is their big title for the fourth quarter of this year. Originally 
a Sega CD game, Lunar plunges you into classic RPG game- 
play where you are on a quest to save your home land 
from the advance of the Magic Emperor. Expect classic 
RPG gameplay elements, as well as over 45 minutes of 
spectacular animation sequences that draw you into the 
storyline. Lunar is expected to ship this October. 


NCAA bANTESEAN EN 92) 


a STUDIOS «- NOVEMBER 


Like its professional cousin (NFL GameDay 99), “NCAA 
GameBreaker 99” contains more features than you 
can shake the proverbial stick at. The big news for this 
year’s model is, of course, the inclusion of Keith Jackson |» 
as the featured play-by-play talent. How huge is this? | 
In a competitive marketplace, very. How many of 
you have spent the better part of your youth listening 
to the man that made “donnybrook” a household phrase 
call every one of ABC’s big games? Boy, a lot of hands 
out there! When you talk about interactive college foot- 
ball, all conversation begins and ends with the word 
“atmosphere.” Bring the voice most enthusiasts believe 
to BE college football into the game and you've got a 
major leg up. In addition to the talking, GameBreaker 
99 puts improved polygon graphics on the field, 113 
stadiums, analog and Dual Shock support, a 200 play 
— play book new player animation and more. Look for 
GameBreaker 99 to hit store shelves in November, and 
for our review in the October issue. 
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RALLY UROSS 2& 
989 STUDIOS - NOVEMBER 


The original Rally Cross was a mix of beautiful graphics, tough 
to master controls and ultra-realistic physics. This year, 989’s 
San Diego studios have gone back to the drawing board with the 
sequel, “Rally Cross &” and created a new, state-of-the-art 3D game 
engine with tuned physics and control (no more unnecessarily 
rolling your car when taking tight turns). Expect a variety of lush, 
colorful locales in which to race, including steep mountains, 
arid deserts, tropical jungles, panoramic coastlines and much 
more, aS well as a host of new customizable features, such as han- 
dling, suspension, transmission, tires and paint styles. Like the 

= original Rally Cross, RC& will feature 
analog control and new Dual Shock 
support. Unlike the first, RC& will 
only be a two player (or four, via the 
link-cable) game (as opposed to the 
original’s four player split-screen). 
While we haven’t seen a playable ver- 
sion of Rally 2, 989 is confident it 
will be out by November. 


NFL BLITZ 


Midway crossed the threshold of the Dimension 
Publishing world headquarters the other day with an 
early playable of the PlayStation version of “NFL Blitz.” 
The game looks good, although it was only running 
at about 17 frames per second. The Midway folks assure 
us that the game will not hit the streets running at 
anything less than 30 fps. Other than the speed, how- 
ever, the game is looking very similar to its arcade 
cousin. Blitz is scheduled to ship at the end of September, 
so the design team is feverishly working at sticking in 
all of the features that they can to make sure that the 
game is as close to arcade-perfect as they can make it. 
Of course, a $50 home version also requires a little 
more depth than the arcade game. So, PS Blitz will fea- 
ture things like a customizable play book, deeper sta- 
tistics and full season play. We hope to have a reviewable 
game in time for our October issue — check back and 
find out how it stacks up against 989’s “NFL Xtreme.” 
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Strap on your platform shoes and grab your lip gloss 

as | Ss : as Girl Power is about to slam onto the PlayStation 
_ , Ae — courtesy of Psygnosis’ “Spice World”. Yes, it’s true, 

ge — Me = Psygnosis has picked up this title from Europe and 

N | i.e will be releasing it in the States with the hopes of 
cashing-in on the lucrative Spice Girls franchise 
(which means drawing in a mostly younger, female 
audience). In the game, players can choose their 
favorite Spice (Posh, Baby, Sporty, Scary and, yes, 
even Ginger) and mix-it up in a variety of mini-games 
and options. Playing like a cross between PaRappa, 
Bust a Groove and Concentration, wannabe Spicers 
can pick their favorite Spice Girls tune and splice 
it together by hopping onto different symbols. Get 
the correct order and you can then record the song 
and take it to the mixing studio. Spice World will 
be available at retail this August. 


ACCOLADE «- NOVEMBER 


Ah, ripping up the road in a 1968 Mustang — and punch- 
ing out all of those high-tech wannabes (1998 Corvette) in 
the process — only one game can provide this thrill, 
Accolade’s “Test Drive 5.” We were recently given a playable 
update of the software and the game is looking good, real 
good. Test Drive 5 carries on the traditions of its best- 
selling older brother and adds a few new options not on 
the dealer’s list. The new game will feature 17, count 
‘em, SEVENTEEN new courses and 28 new licensed cars. 
A short list; ‘98 Saleen Mustang, ‘98 Viper, ‘98 Aston Martin 
Advantage, ‘67 GTO, ‘71 Hemi ‘Cuda, ‘98 TVR Cebera — 
just a few of the bad boys that made the cut. In addition, 
TD 5 will feature path branching, high-resolution graph- 
ics (640 x 480 running at 30 frames per second), split- 
screen, two player racing, and music from recording artist 
KMFDM and our favorite short stack, Tommy Tallarico. We 
expect that Test Drive 5 will ship in October/November. 
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989 STUDIOS « SEPTEMBER 


In 989’s unique action/adventure “The Diabolical Adventures of Tobu”, players take on the 
role of a young winged-boy (Tobu) whose uncle has been kidnapped by the evil emperor Nen 
Hithol. i a. order to rescue his uncle, young Tobu will have to fight and fly his way through 

ease Nen Hithol’s metallic minions in a battle to the death. Besides the 
distinct Japanese/Industrial flavor to the environments, Tobu fea- 
tures free-roaming 3D environments that offer a full 360 degrees 
of freedom through flight. Play mechanics mix the frantic button- 
flapping of Joust, with tight analog control and the environments 
range from dark, ominous forests to tight hallways and corridors, 
to high up in the clouds. One of the most unique and interesting 
aspects of Tobu is that you can only stay in the air for so long 
before your energy runs out — adding a whole new risk vs. reward 
play element to the mix. More on Tobu next issue. 
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JACME Cri STUNTMIASIER 


As usual, Texas-based Midway Entertainment has a lot 
of PlayStation games on their plate for the holiday. In 
addition to NFL Blitz and RC Stunt Copter, they are cur- 
rently working with Radical Entertainment in devel- | 
oping an action/fighting game by the name of “Jackie 
Chan: Stuntmaster”. You know any game that stars the 
much-beloved, crazy kung-fu fighter Jackie Chan will 
be both action-packed and have a sense of humor behind — cm oe oe : 
it — and Stuntmaster is set to deliver. From what we’ve eae | | : | a. 
played so far, Stuntmaster can be loosely compared : = 
to such 3D fighters as Eidos’ Fighting Force and Ninja. 
What’s unique about the title (from the few levels we’ve 
seen and played), is that 1) it uses Jackie’s motion-cap- 
tured moves — Radical actually brought-in Jackie Chan 
to do all of the moves in the game, and 2) There is all 
sort of trademark Chan-like interaction with objects 
and environments (such as hopping up canopies and 
using anything and everything as weapons. 


THRILL KILL 


Virgin’s “Thrill Kill” is the first four player simul- 
taneous fighting game for the PlayStation. The 
basic play mechanics have each of the four play- 
ers attempting to build their “Kill Meter” before 
the other — to gain the opportunity to kill the 
other guy(s) before meeting the Grim Reaper your- 
self. Thrill Kill features 11 different characters, 
10 unique arenas, and the ability to gang up ona 
player for which you have no love lost. This could 
turn in to quite the party game. Graphically, the 
game was impressive at ES and a number of our 
editors are looking forward to getting their grub- 
by, little mitts on this one. Thrill Kill is sched- 
uled for an October release and we hope to be able 
to evaluate the game (i.e. smack each other around 
instead of working) in our October issue. 


LAW. 2IOD Ais. 


“L.A.P.D. 2100 A.D.”, as the name would have it, is a 2lst century 
action game centered around the City of Angels. Your role, as a 
futuristic cop, is to neutralize the garden variety baddies that inhab- 
it this coastal paradise in the not too distant future, with the help of 
your extra special toys. The main toy in question is an experimental 
hovercraft that has the ability to morph into a powerful mechanical | 
walker. It’s equipped with all the latest bells and whistles you’d expect 
in a elst century top of the line mech., like plasma missiles and so 
forth, along with, according to the press release, a very bad attitude! | 
These new au baddies include high tech gangsters, wacked-out cyborgs | 
| : and criminal mutants — remind me 
to stay in the bay area during the next 
millennium! The urban combat will be 
spread out over three well known areas 
of la-la land, Venice Beach, Griffith Park 
and LAX. If you’ve ever wanted to blow 
away LA, EA may just give you your 
chance. 


PUBLISHED BY SQUARESOFT — DEVELOPED BY SQUARESOFT 


What do you expect from SquareSoft? I mean Gel phage 
come on, they have been the leaders of the RPG GINEMATIG 
world since I was a kid playing on the Family AVAILABLE: 
Computer (that’s the Japanese version of the SEPSEING SA 


NES to you). Now, years later, they’ve rev- 
olutionized and re-energized the RPG genre 
on the PlayStation with Final 
Fantasy VI, and are set to deliver 
another first come this September, 
with “Parasite Eve”. 


Parasite Eve can only be characterized as a “cinematic RPG”. Sy | 
This game was inspired by a novel that came out in Japan titled SS 
“Parasaito Ivu”, which is basically about a science fiction theory 
of the mitochondria. For all of you that slept through Biology 
101, here’s a brief lesson: Mitochondrion are a rod-like organelle 
in an animal's cell that triggers the cell's death as well as sup- 
ply energy to it. The mitochondrion is like a "parasite", because 
it needs the cell to provide a certain acid in order for them 
to survive. So, what happens if the mitochondria doesn't need 
the cell to produce that acid for them anymore? Anyone? 
They suddenly can survive without the human host! Well, 
Aya, the sexy-sassy NYPD officer, whose about to hook it up 
on a date at the opera will suddenly find out about the mito- 

{ Om chondria... the hard way. 


First off, PLEASE DO NOT THINK THIS IS A RESIDENT 
EVIL TYPE GAME! I remember hearing about Parasite Eve 
a while back and people telling me it was supposed to be 

y=, Square's answer to Resident Evil but, after play- 


fp ing the game, it's not. The only common denomi- 
}/ nator between PE and RE is that they are both played 

_ out via a OD, third-person perspective over hundreds 
p> of pre-rendered environments and backdrops. Also, 
the main character of the game, Aya, can search for 


items as well as equip and save — kind of like RE. 


, Controlling Parasite Eve is fairly simple and easy 
| @ & to pick up — way better than RE or Tomb Raider in 

¥ ~ /# my humble opinion. What sets this game apart from sim- 
ilar-looking titles, are the enemy confrontation and the 

\ role-playing elements of the game. RE gave you an eerie 
' \feeling and weird camera angles so you would be constant- 
ly on edge. Certain enemies would jump out unexpectedly 
and scare the jeebers outta' you. Whereas PE's camera is fixed, 
so that you know exactly what's going on at all times. The battles 

are also like your typical RPG in that they use a different screen to fight. 
The fighting is real time, you run around avoiding your enemy's attacks while 
you wait for your AT (active time) bar to fill up so you can then attack. Like your 


ae 


ne 


any thing 
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“| traditional RPG, you can go to your 
s¥ inventory screen to select weapons, gn 
™ run, use items, or use your PH, which ()" 
©) is your Parasite Energy, (basically, ' 
mi ps ‘ire ae Se your spells). But, be warned, you lose | 
oa ia | : : ae your turn when using or equipping 
y | | ; ===) nothing! (It uses up all the energy in your — 
—) AT bar.) Remember kids, this is real-time \\</ 
| We) battle, so don't just stand around while waiting 
hs ge "2 | for your AT to go up! (Just a side note of those of 
SEE RE == you out there with li'l skills: you can always use 
your PAUSE button when an enemy is attacking you, so you know where their line of fire is! PE also 
A has a cool feature called Gun Tuning. Throughout the game, Aya will find different parts of 
| weapons which in turn, can make any of her guns get better attributes, this however, takes away 
m® from the Parasite Energy. The key is to save your Parasite Energy for enemies that can’t be 
killed with conventional weapons but, if the enemy can be killed with one shot of a tuned gun, 
then sacrificing Parasite Energy won't be such a big deal. You do, however, have to conserve 
bullets. Aya can only carry a certain amount of items with her, so you have to store extra 
stuff for later in random boxes. The only time she can hold more stuff is when you are award- 


ed your bonus points at the end of the level. You can use this to increase Aya's item 
hold, Active Time, or power up your weapons. 


The graphics of the game are awesome, and I think the artists and designers at 
Square are showing progression through the artwork from their previous games. The 
backgrounds of the levels are rendered beautifully, even surpassing RE and FFVII — 

it definitely enriches the gameplay. The levels are so huge that it takes time to get from 
one point to the other (mind that you are running around one of the biggest cities in 
the united states!). However, the game can lag sometimes, due to the huge levels. 


PE is two discs long but, don't be fooled! I beat the game in six hours and, when 
I played it a second time to make sure I found everything I missed the first time round, 
I was done in eight. In other words, you'll get a lot of awesome cinematics ‘cause that's 
what the CDs are mostly filled with. 


In the end, the only thing that was disappointing about Parasite Eve was the sound. 
The sound effects of the game didn’t quite match with the actions that caused them, 
and the moody music didn't give me much of a mood. Even with the short game 
time and mediocre sounds, this game is definitely one of my favorites for the year, 
and the English translation for it wasn't half-bad. PE is 
a perfect example of progression of gameplay — meld- 
ing action, storytelling, beautiful visuals and role play- 
ing elements into one quality package. 
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"Pp BL SHED BY INTERPLAY — DEVELOPED BY AMAZING STUDIO 


If you’ve been around video games for a ae ans ant a eee 
long enough time and have kept abreast of Pa 2 IONY/E LAV PORIA 
what’s coming out from various gaming pub- AW An SBE 
lications, then you might recall a huge LUGS T 


amount of hype a few years back sur- 
rounding Heart of Darkness (HoD), 
which, at that time, was under license 
from Virgin Interactive. Not 
soon after, HoD mysteriously 
dropped into obscurity and 
ended up as one of those “whatever happened to...” games 
that we all recall and wonder about every once in a while. Fast 
forward four years to present day. Out of the blue, just as mys- 
teriously as it had disappeared, Heart of Darkness resur- 
faces as an Interplay license and is wrapping up development 
for not only a PC release, but as a PlayStation title as well. 
Was it in development all this time or has it been sitting 
finished in some developer’s hard drive in France (where 
it was created by Amazing Studio)? Did Virgin decide not 
to publish the title and sell the rights to Interplay, or did 
they lose the license because of the numerous delays? 
While only the developers and publishers can answer 
these questions, we can at least supply you with the 
information as to whether or not technology has passed 
this game by or, better yet, will it be worth the fifty-odd 
dollar price tag when it’s released next month? These 
questions will be answered in due time, but first let 
me give you some background information on the game. 


If you were to lump Heart of Darkness into a par- 
ticular category or compare it to another title, it would ® 
have to be action/puzzle solving and comparable to games 
like Oddworld: Abe’s Oddyssey or, going back a little fur- 
ther: Flashback, Out of this World and Prince of Persia. 
Like these titles, HoD is played out via “flick screens”, mean- 
ing it doesn’t scroll. Instead, you move your character from 
one edge of the screen to the next, with each having a unique 
challenge or puzzle to overcome. 


The story behind Heart of Darkness plays an integral part 
in the game, as you feel like you're actually controlling and play- 5 
ing in your own interactive movie — dangerous words indeed & 
for the Hollywood-shy video game industry but, in this case, that’s 
pretty much the only way to describe it. In the game, you take con- 
trol of Andy, a rambunctious day-dreaming boy who happens to be afraid 
of the dark. In the utterly fantastic and unbelievable CG-rendered, Spielberg- 
like intro, we find that Andy barely escapes being thrown into a cupboard 
by his mean-spirited teacher just to see his canine companion and best friend, 
pe get consi away into another dimension at the same instant that there’s 
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an eclipse. Determined to save Whiskey, Andy darts 

home and activates his very own inter-dimensional 
space-ship (this is a videogame folks, you have to 
suspend your disbelief) and heads out to rescue 
his dog. From this amazing sequence, the game 


seamlessly starts and it’s one wild ride to the fin- 
ish. 


Controlling Andy is an easy task, although he 
can do a wide variety of complicated and pre- 
cise movements. In addition to running, jumping 
and walking, he can also double jump, swing on vines, climb up certain surfaces and items, shoot 

his trusty home-made laser rifle, swim, crawl, push, and perform certain acts and animations 
, triggered by the environments he’s in. Andy himself has over 1,000 frames of ani- 
» mation which make up his movements, with the end result resembling something close 
to motion picture-quality. There are no set amount of lives in the game and it’s pos- 
sible to die an infinite amount of deaths — which you most likely will, as there are 
some pretty tricky puzzles — as well as tough predicaments to get out of. If you die 
too many times on one particular screen, a help-screen will appear giving you hints 
on what needs to be done in order to progress. Interspersed between all of this 
action/adventuring is some of the most well directed, perfectly acted and amazing 
quality CG-rendered video that I’ve ever seen. These “clips” run anywhere from thir- 
ty seconds to an unbelievable five minutes in length and blend seamlessly with the 
action sequences. In fact, there’s so much video in the game that HoD comes packed 
on two CDs. What’s even more cool is that, once you reach and watch the next 
video clip, it’s logged into a movie player which can be saved and then viewed 
again any time you want to impress your friends. 


Besides the stunning video, the graphics in the action sequences are decidedly 
aD. Believe me, this is not a bad thing, as every aspect of the graphics are painstak- 
ingly rendered and detailed, down to the most minute aspect. The music is also worth 
pointing out, as it plays like a John Williams movie score, and was composed by 
Bruce Broughton (Silverado, Miracle on 54th Street), with a full symphonic orches- 
tra backing him up. 


While there’s probably going to be some debate as to whether or not this game 
belongs on the PlayStation (2D vs 3D and all that rubbish), it’s the experience and 
end result that counts. And Heart of Darkness delivers big time. While the game is 

a bit on the short side (it’s possible to run through it in a day’s play if you’re deter- 
mined), it’s money well spent as far as I’m concerned. 
This is one of those titles you’ll fondly remember once 
it’s beaten and will probably go back to from time-to- 
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Allow me to pose a question to all of our bedpsigheiisn 
readers that are still under the rule of their YITIES 1 SATIS) 
parents: What are you going to do on a AYALA Dias 
Saturday night when you are grounded? AuGusi 


Here’s the answer: You are going to 
sneak a couple of friends in through 
your window and play the latest Pro 
Wrestling game from Acclaim, 
“WWF WarZone.” In WarZone, 
you'll meet up with 15 of your 
favorite WWF pro wrestlers, such as “Stone Cold” Steve Austin, 
Owen Hart, the mysterious Mankind, bad-ass Ahmed Johnson, 
Goldust and the Undertaker, as well as a few WCW wrestlers. 
In addition to the host of celebrity wrasslers, you can 
also create your own tailor-made wrestler from the ground 
up. This way, if you don't care to use any of the pros that 
are already available to you, you can go ahead and cre- 
ate your own. This option in the game actually allows 
you to personalize your wrestler down to minute detail, 
such as gender, skin color, skin type (plain, ripped or 
hairy — especially popular with the ladies), body type, 
head (such as facial hair, masks, tattoos, etc.), upper mee rece 
body (clothing and accessories), and lower body. I ended ee 
up making a wrestler that was so fat and disgusting- 
looking, it was scary. In addition, you can also pro- 
gram their “signature” moves, introduction music and 
whether or not they’re a crowd pleaser or a rule break- 
er — how’s that for customization? 


WWF WarZone really tries to capture the feeling 
and flavor of the “real” thing (if there is such a thing 
as “realism” in wrestling). In addition to the standard 
one-player Challenge Mode — which, basically, is work- 
ing your way through the WWF season in order to win 
your title and belt — there’s the Tag Team Mode, where 
up to four players can be in the ring at once, and VS Mode, 
where you play either with or against up to four of your 
friends. It doesn’t stop there, one of my favorite modes is 
the Cage Match, where you and your opponent fight it out 
inside a steel cage. There’s nothing quite as satisfying as 
tossing your opponent into the mesh, and you can always shake 
‘em off if they try to escape — by climbing over. In addition to the 
Cage Match, there’s an awesome Weapons Match, where you can 
get brutal with a bat, bottle, television set or the ever-popular crowd- 
pleaser, the folding chair. You can actually grab anything around you 
to smack, whack or throw at your opponent, just like in those rowdy real- 
life matches you see on TV! There’s also a Training Mode where you can 
select an opponent, learn the moves and practice your skills. 


BWEN HART TRIPLE 


RATED ¢ Page 59 


Of all of the PlayStation wrestling games 
I’ve played, I found WarZone to be the most inter- 
active. Just like in real-life, the audience will 
choose their favorite wrestler and let you know 
it. It’s even possible to win them over as you 
progress through the ranks. There are also two 
commentators working the play-by-play and 

WELCOME TO introductions, including my personal favorite, 
THE WORLD WRESTLING FEDERATION Vince MacMahon. 


The music and sound effects are right-on 
and true-to-life. Each character can be heard shouting their own taunts and grunts, and will 
even show up from time-to-time to challenge you to a grudge match, via FMV. As far 
as the graphics go, each polygon wrestler has been painstakingly rendered and texture- 
mapped with their real-life counterpart’s face and costumes, so they are instantly rec- 
ognizable. In addition, although I’m not 100% sure, most of the wrestlers used in the 
game were motion-captured doing their all-important signature moves — it’s the real 
thing baby! Speaking of moves, there are a ton of them. Thankfully, with what is becom- 
ing the norm in some of the more popular fighting games these days, it’s possible to 
pull up a move list at any time to see how they’re executed. Some of the moves were 
a bit confusing to figure out, the reason being that executing the various moves was 
dependent upon whether you were grappling, standing, holding, etc. It can be dif- 
ficult to remember when to use what. It seems like, in the end, all wrestling games 
end up being a desperate button mashing experience — hey, whatever works. In 

all fairness, WarZone is definitely the most playable. 


As far as comparisons are concerned, the PlayStation version looks and feels 
better than the N64 version, with smoother polygons and better sound. If you’re 
like most hard-core gamers out there and own both systems, I’d recommend get- 
ting the PSX version of the game, just for the sound alone. 


As it stands, after a few sleepless nights of play, the only negative I could 
find about WarZone is that I wish it had more wrestlers to choose from (although 
the custom wrestler option does tend to make up for it). The graphics are high- 
quality, the gameplay has a lot to offer, you can play with up to four people 
and it captures the flavor of the phenomenon that is wrestling. WWF WarZone 
should be a no-brainier and get’s my seal of approval (heck, you'll buy it anyway 

according to the unbelievable numbers that PS wrestling games seem to sell), beat- 
ing out THQ’s last effort, WCW Nitro, by five points. 
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. the flavor of the phenomenon that is wrestling. WalMarts of America 
0 MB rejoice! WWF WarZone should be a no-brainier and get’s my seal 
fe | Se _ of approval, (heck, you'll buy it anyway according to the unbe- | 
& _ lievable numbers that PS wrestling games seem to sell) beating out 
THQ’s last effort, WCW Nitro, by five percentage points. — 
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You’ll be hearing a lot more from SSS: 
Studio 3DO in the coming months, the for- HAGING | 2 
mer hardware developer has refocused AVAILABLE: — = 
their efforts over the last couple of years SEPTEMBER 


in an attempt to become one of the pre- 
mier software publishers in the busi- 

ness. Two of their upcoming 
PlayStation titles, Army Men 
4D and Uprising X, have 
already been profiled in the 
pages of PSExtreme and now their first reviewable title, TOCA 
Racing, has just arrived at our offices and is the subject 
of this analysis. 


TOCA Racing, TOCA stands for Touring Car 
Championship, was developed by the European compa- 
ny, Codemasters. You may remember them from a 
Midway title called MicroMachines:V3. The TOCA cir- 
cuit is obviously a European racing circuit, which real- 
ly doesn’t have a US equivalent. The game is set up 
as a true racing simulation, which will test your dri- 
ving skills to the fullest. The entire 1997 season is 
represented in the game, as well as all of the offi- 
cial cars. If it seems like you’ve been inundated with 
racing games the last few months, you’re probably 
right. In order to make it in this climate, you’re going 
to have to be able to break out of the pack in a big 
way. We’ve seen a number of quality racing games 
die a painful death at retail (AKA: Gran Tour Racing, 
among others) due to the inability to break out of the 
aforementioned “pack”. So, with a European racing 
license and a racing circuit not familiar to most 
American gamers, does TOCA have a chance? You can 
either cut straight to “The Bottom Line” or you can 
do your due diligence and read the rest of the review 
to find out! 


One of the first things you’ll notice about TOCA is 
the seemingly first generation quality to the graphics. 
PlayStation visuals have made tremendous leaps since 1996, 
but TOCA is an immediate blast from the past. The tracks are | 
grainy and the cars suffer from minimal detail. On a positive all maeey ~ 
note, however, there are four different camera angles, includ- ~""™ 
ing a very controllable cockpit view. Although TOCA is somewhat 
behind the times visually, the frame rate is very healthy and shows 
little pop-up. 

The set up of the game is no different than what you’ve seen in most 
PlayStation racing games. You start off with a few vehicle choices, auto or 
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owt manual transmission and a choice of play 

modes that include time trials, qualifying 
rounds and championship. You can set the 
required laps anywhere from one to twenty 
and you can also control the weather and dif- 
ficulty defaults. Although there are nine tracks 
when you start the season, you are forced to 
start with the first and work your way through, 
, a — based on cumulated points. Each course 
© ee OS oa requires you to complete two rounds before 

7 you can progress to the next circuit. Your abil- 
ity to move on depends upon the amount of points you accumulate during the two rounds. 

Coming in last place obviously won’t do the trick. 


Nothing earth shattering here, we’ve all seen one or all of these characteris- 
tics in a number of current and former PlayStation racing games. They do, howev- 
er all come together in a pretty tight package. I used Sony’s new Dual Shock 

analog controller while playing TOCA and it made a world of difference. Since there 
are no arcade elements at all in this game, the control, as one might expect, is 
very touchy. Using the analog controller is almost required. Additionally, in the 
fact that TOCA is a touring car game, you can expect lots of bumping and jostling 
of the cars. Perfect for the Dual Shock! The sound effects actually enhance 
the experience as you can easily hear the engines of the on-coming cars, which 
allows you time to block them from passing. The courses are fairly long as 
well, so going from first to sixteenth is a common occurrence; TOCA requires 

&@ tremendous amount of concentration if you’re to be successful. 


Although there are no new elements to be found in TOCA, it does just 
about everything you would expect from a racing game fairly well. Other 
than the lackluster visual presentation, there are no glaring deficiencies 
in gameplay or content. A word of caution though, TOCA takes a while to 
get into. It’s not one of those games like Rage Racer, where you can imme- 
diately hit the road. It’s a racing “sim” which, by definition, requires a lit- 
tle time. The game will grow on you as you begin to access more cars and 
tracks. The difficulty level is pretty stiff, even on the “easy” setting, so the 
frustration factor can be a little high. As you get into your season, the 
qualifying rounds become more and more important. Ultimately, it boils down 

to this: If you’re a casual racing fan, there is nothing here that makes it more 
than a good rental. If racing games are your thing, 
fae OCA is a nice change of pace. 


SS ee 


- rive COO-OSG.SsSsS ros “J 
Be sr pee 
Sarees So 


Tis @@re eo. i : e 
a AEE os OOS 0.2 ED ey AES Ls ©O1 0 F. oe CO) 


erally 


oun 


Men SF 


_TRE BOTTOM Lime 


Time 2 Tt-OS-.-39S5 Fos 
Cf a & 


- NE 
Y 


there are no new elements to be found in TOCA, —— 


COMPATIBILITY Fase 
\ it does just about everything you would expect from a | 
O tor2 ; racing game fairly well. Other than the lackluster visu- 
Players i _ al presentation, there are no glaring deficiencies in game- 
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little high... Ultimately, it boils down to this: If you’re a 
_ casual racing fan, there is nothing here that makes it more 
_ than a good rental. If racing games are your thing, TOCA | 
is a nice change of pace. 


a Analog Control 
Compatible 


EOD Vibration Function 
_——; Compatible 


«oN RSUO RR ie area dacuke ds: SAS =< 


PU ie aa AN a aah 


wy BS bei s «an tana ne wae er 


ered aha et aL a eT ET Sous a 


ams if 
TN emermti 


PUBLISHED BY PSYGNOSIS — DEVELOPED BY GAME DESIGN SWEDER 


‘<= = 


It is not with any kind of regularity that SENhee 7 
I am impressed enough with a puzzle game | PUZZLE : - 
to ask Greg to give me a shot at reviewing AVAILABLE: 
it. In the entire history of video games, there AUGUST 


have only been three “puzzle” games that 
have caught my attention — two by 
Atari and one by Taito; “Marble 
Madness”, “Klax” and “Bust-a-Move 

2”. Of course, they are also, in 
my opinion, three of the must- 
own titles that every true gamer should have in his/her library. 
Psygnosis’ “Kula World”, developed by Game Design Sweden, 

is the fourth to grab me by my addictive nature and torture 
me for hours on-end. 


Kula World kind of reminds me of Marble Madness — 
probably because of the similarities between the marble 
and the beach ball used in Kula World — but true three- 
dimensional space gives this puzzler something that tech- 
nology did not allow in MM’s heyday. Things begin simply 
enough — move your beach ball around an elevated plat- 
form, collecting coins (points), fruit (collecting five dif- 
ferent fruit, over as many levels as it takes you to do 
it, gives you access to a Bonus Round where you can col- 
lect more coins) and keys (level exit), while trying to 
beat the clock and find the level exit. Ss 

Of course, things quickly get more challenging as 3 
you begin to jump off of one level to land on another, 
avoid spikes that threaten to pop your ball, try to find 
multiple keys to unlock the exit, traverse levels comprised . 
of multiple elevated platforms, roll across falling path- a 
ways and attempt to find sun dials that will give you couse 
precious extra time to find the keys and roll, roll, roll to 
the level exit. Of course, you must never lose sight of the 
main goal: to gather coins, fruit and jewels to get more points. 


In this day of deep, involving adventures with difficult 
quests and multiple objectives to accomplish, it would seem 
that simply accumulating points would not be enough to cap- 
ture a seasoned gamer’s attention. Ah, but this is where Kula 
World’s simple genius shines through. Every time your ball is 
popped or you jump over the side, or run out of time, you lose points 
— if your point balance falls below zero, it’s “Game Over” So, it is not 
enough to simply find keys and move on — you won’t accumulate enough 
points to get past the inevitable mistakes you will make as you pass 
through the game’s higher levels. It all adds up to game play that is wild- 
ly addictive and very challenging. It also may be a little difficult to get into for 
those of you that are “3D challenged.” Having to navigate multiple floating 
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platforms, with height differentials, and assessing 
depth of field that requires the player to see lat- 
ethhs. eral jumps to determine whether or not the jump 
ihe. is possible can be daunting, to say the least. But, 
| after an hour or so of practice, most players should 
} be negotiating some of the more challenging lev- 
4 F els in record time. 


. Graphically, Kula World is at the top of the 
5 i Oe. De} puzzle game heap. It is played out in the 
PlayStation’s high-resolution mode, with the real- 
time 3D play field floating over a series of 2D backdrops. Players have the ability to call-up a real-time 
SD map of the current level (although the clock is still ticking while you do) and rotate it to try 
and get a glimpse of what you are missing and how in the heck to find that exit. In addition, by 
hitting the Rl button, the camera will peer over the edge of your current pathway, in the 
direction you are “facing” to give you an idea of whether or not there will be a landing sur- 
face — in case you should decide to take the plunge and jump to the level below. This quick 
tap of R1 will be one of your more frequent chores in the game, as it is absolutely necessary 
to make use of this feature in the higher levels. 


The game also features great music, Dual Shock (no analog support — just the rum- 
bling) effects (very cool when landing on a lower platform or popping on a spike), a Time 
Trial mode (straight race against the clock and the player that has posted the best 
time for that particular level) and, what should be the ultimate experience in any 
puzzle game, the two player mode. Unfortunately, the two player game is where 
Kula World falters, as there is no simultaneous play. The second player can try to copy 
the moves of the first in a particularly lame and confusing affair, or the two play- 
ers can take turns posting times in the Time Trial mode. Without a split-screen, cap- 
ture-the-flag type of experience, KW ends up achieving its value solely as a one player 
game. Other features include the ability to save level progress and high scores via 
the memory card. 


As the documentation that I received with the pre-release version of the game 
was pretty skimpy, I have no idea how many levels are in the game. I have gone 
through 85 as of this writing and expect that there are still a ton more to be 
played. After having played both one player and two player games for the better part 
of the 4th of July weekend, I can assure you of two things: 1. Kula World is the 
best one player puzzle game available on the PlayStation ( Bust-a-Move 2 is, by far, 

the best two player puzzler) and, 2. You will get your money’s worth playing it — 
just don’t expect to be whipping it out at parties. My 
wit) guess is that the game will have a fairly attractive price 
tag attached to it, so I recommend that you check it out | 
— you'll be glad you did. \ 
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HA Sports and Tiburon VErene 
Entertainment have joined forces once SPORTS 
again in NCAA Football 99. The big news AVAILABLE: 
this year is that the players have “gone AUGUST 


polygonal” (sorta like “going postal”, 
but not quite) and are no longer 

of the sprite-based variety. exe.. 
There are a number of other “SSE Siis 
new features for ‘99, but Sr i is 
none of which make the ey 


visual impact that the polygons deliver. 


For those of you that are keeping track, there are 
112 Division I-A teams from which to choose, three 
difficulty settings to help keep you honest, a tweaked 
Dynasty Mode, exclusive rights to some of the bowls 
(Sugar, Fiesta, and L’Orange), new moves, a new 
passing and kicking system (both are optional), and 
most of the same stuff from ‘98 (school chants, 
Chuck White doing the play-by-play, etc., etc., etc. 
Well, let’s just jump right in with both feet, shall 
we? 


In my review of NCAA Football 98, there were 
a lot of things I liked, some things that were 
not so hot, and a couple of really irritating things, 
so the game received a silver medal (82%, to be 
exact). To me, the most fun in the game was 
the passing, and in the end, the most irritating 
things were the “cheating” AI and sporadic diffi- 
culty settings. Something happened on the way to 
the Sugar Bowl, because NCAA Football 99 plays 
much differently — and that’s not necessarily a 
good thing. The passing has been “de-tuned”, so you 
won’t be able to carve up defenses like you did 
last year. The developers even threw in a new pass- 
ing system, simply called Analog Passing (no trade- 
mark). The idea is easy enough to comprehend — use s&s 
the right analog controller (R3) to snap the ball, aim — | i PS 
the throw, and finally, fling the ball. Unfortunately, the onal 
actual delivery of this method is a lot harder to pin down. 
It’s kind of like rubbing your stomach and patting your 
head at the same time; it’s not natural or comfortable. The ~~ °*™==]=]0IIienars : 3 
idea of pressing/tapping/holding the R3 button to throw a ESS eal 
normal, lob, or bullet pass (respectively), while moving the 
QB around with the other analog button, and then trying to slip 
your hand off of the R3 in order to jump up or dive for the ball, 
is a feat left solely for the very nimble. Of course, you can simply use 
the standard method of throwing a pass, but somehow, the QB’s aren’t 
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nearly as accurate as they were last year. 
As for the Al, the computer plays much 
smarter than it did last year, seeming to 
always make the “right” play at the correct 
time. However, there’s still the annoying 
penalties that always seem to get you when 
the computer is losing, late in the fourth 
quarter! 


The other side of the offensive coin 
would be running, and the ground game 
is much improved, and a lot more rewarding than it was last year. You can now do juke 

moves with the L&/R2 buttons, this really gives you the chance to talk smack at your 
buddy once you’ve left him in the dust. On the flip side, though, the defense 
doesn’t seem to be able to tackle anyone, as they all do their best Deon Sanders 
impersonation Cyou know, just sort of nudge ‘em, and hope they fall down on 
their own). Sometimes it’s laugh-at-loud funny, but most of the time it’s just 
lame. There’s a new “wrap” tackle, but most defensive guys will just bounce 
off of the RB or HB like a superball bouncing off of a wall. There have been 
numerous times when I (or the computer) have tried to bust one up the mid- 
dle, only to have the door slammed shut, and then get bounced around 
like a Weeble — and you know what happens to Weebles! Well, these guys 

WILL fall down, but sometimes it takes about a dozen hits! 


And, stranger still, sometimes their hits will knock you back FIVE 
yards! Oh well, what are you going to do? 


Regarding the new Dynasty Mode, the coach (you) can now be fired 
if the season doesn’t go well, so you may not make it through the five 
years of your contract. On the other hand, if your team has a good 
season, then you'll be rewarded with “prestige points”, allowing you to 
recruit better players for the following season. Sadly, it still doesn’t keep 
track of your career stats. Oh, and before I go, the last noteworthy 
new feature is the Play Editor. Here, you can create and save three of 
your own plays, and use them in real game situations. Pretty cool, 
and it works real well. 


NCAA Football is a marked improvement over last year’s affair, 
but the new game leans a bit heavier on the rushing side of things 
than it does on the passing side cor, “it’s more fun to run!”). Certainly, 
a solid effort, but I’d like to see tighter defen- 
sive control and a smoother passing game. 


; \ on 
“Ss \ DRIVE SUMMARY 
—_ att PLAYS «WARDS Tiwi 
— s os mm 
y PASS BY £ WINDING TO WR NO. #7 
ONE BACS > (OR 29 YARDS. 
‘we : 


coant 


47 and 10 


$ BeTVeR Lime 


LE: 


esse 


NCAA Football is a marked improvement over last year’s kes 


sok hy ge lahat b 9 
se ks ™., 


a Ss Ae Oe. > ee tao 
* Cy = 4 © nr in ce ed as ~;-*y. 
“3 Lone ett Y 8 

bs SUES ie Bs aS OS! 


> 
» ~ 
4 r ’ ni 7 > * > 
ee Poa 4 ¥ ~ 
fee a < eo 
_ — “ 


| 
| affair, but the new game leans a bit heavier on the | 


lor2 
H Players 


rushing side of things than it does on the passing side 
_ (or, “it’s more fun to run!”). Certainly, a solid effort, but | 
aw a I'd like to see tighter defensive control and a smoother | 


cipal Oo) | 


aaron nfs passing game. 


E 9th '39 


PUBLISHED BY KONA) — DEVELOPED BY KONAMI 


= _ 
== 


O.K., so here’s the deal. I have been UENKE: 
a closet fan of Konami’s “Bottom of the LE 
9th” series since its inception. (In fact, I AVAILAS LE: 
also thought the arcade game was way OUT HOW 


ahead of its time.) The pitcher/bat- 
ter confrontation set the gameplay 
standard for the PlayStation — 
one that design teams from 
some of the biggest sports ™ia 
publishers have tried to : 
emulate. Ah, but none have been able to match the smooth 
batting cursor and precise pitching mechanics of Konami’s 
big league player. Unfortunately, the series has been ham- 
pered by a bush league features list and, as their com- 
petitors have loaded more and more features and options 
into their games, Konami has barely budged an inch 
and the product has suffered because of the lack of 
attention. If you’re going to compete in the bigs, 
you have to go all the way. And, when you are going 
head-to-head against four other baseball games, you 
can’t give an inch or you are going to see market 
share evaporate. 


This brings us to the ‘98 season (or ‘99, depend- 
ing on who’s clock you prefer) and “MLBPA Bottom 
of the Ninth ‘99”. While the basic gameplay remains 
smooth-as-silk, the anemic lack of extras is start- 
ing to really hurt. We best begin with things that 
aren’t in the game, then move to what is here that 
we like. B9 ‘99 features an MLBPA license (as the 
first two have), but is missing the MLB license (again, 
same as the first two). This results in no team logo’s 
and faked stadiums. In addition, the game lacks an 
instant replay feature, doesn’t recognize switch hit- 
ters, does not allow the player control over things 
like sliding, speed bursts, special throws or jumps at the 
fence, etc. Basically, all of the things that have also been 
lacking in the previous games. This features-light prob- 
lem is only exacerbated by the fact that MLB ‘99, Triple 
Play 99, the new Hardball and VR Sports Baseball ‘98 are 
all feature-laden, with MLB licenses and, for the most part, 
better graphics. 


On the good side of the fence, Konami has attempted to address 
some of the series’ shortcomings by adding player management 
features that include player trades, and the camera system is much 
more dynamic. Players can choose between one of three different cam- 
era angles, including one from behind the pitcher/fielders (not recom- 
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mended). Each camera will zoom in to the field- 
er, after the destination for the throw has been 
determined, and the camera moves quickly 
between the bags. Although, for some mysti- 
fying reason, the game suffers from slow-down 
every once in awhile (a problem that has not 
traditionally plagued PlayStation games). The 
player animation is good, even if the charac- 
ter art lacks detail and the stadiums, while 
close to the originals, are a little sparse and 
lack the punch that the real thing brings. 


Then, there are those tremendous pitching/batting mechanics. Other than lacking the 
proper sound effect for really tagging one, Konami still has the best interface on 
the PlayStation. In addition, when you succeed in diving for a, ball, the feeling of accom- 
plishment is there. The problem is that the game leans toward the pitching dual 
side of the fence. You won’t find yourself getting many hits in a game and half of 
those will be dingers. The problem? It has nothing to do with making contact — 
you will be hitting the ball from the time you first boot-up the game. But, the 
fielders seem to always be where your ball is going so, if you don’t put it out on 
the street behind the ballpark of your choice, it will, more than likely, be caught 
(even on “Rookie” level). Season play includes injuries, power meters for the 
players to let you know when they need a day off and a pretty solid statistical 
database. Other improvements to the game include more efficient computer 
game simulation (the game will now simulate an entire day at once — the 
last two games made you wade through them, one-by-one), a very helpful 
Training Mode (learn to pitch, hit and field) and a really cool Scenario Mode 
that throws you into different game situations (20 in all) — each one requir- 

ing its own unique set of skills. 


In the play-by-play department, the White Sox announcer that Konami 
made use of is solid, if unspectacular — can’t compare to Vin Scully, but 
few can. Anyway, he gives you all of the necessary statistical updates and 
Keeps pace with BN ‘99’s fast gameplay speed. 


So, what have we got? Well, we’ve got a rental — but one of the best play- 

ing ones you can get your mitt(s) on. Bottom of the Ninth ‘99 is solid fun, but 
it just doesn’t have enough juice to compete with the heavy hitters at Sony, VR 
Sports and EA Sports. If Konami is serious about competing in the baseball 
m= arena, they’ve got a good start — but they need 
f= to do much more than they seem willing to, at this 
point in time. 
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_ good start — but they need to do much more than they | 
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Besides Castlevania, Contra is definitely ~arsgans panone 
one of Konami’s most beloved, well-known AGT tON/SHOE Jon 
and long-running video game series, encom- AVAILABLE: = | 
passing a line of games that can be traced SEP IEMBER 


back to the arcades in the late ‘80s and 
hasn’t stopped since. You certainly 
won’t be hard-pressed to find 

a Contra incarnation on just \ * 
about any video game system, 
from the NES, Gameboy and 
Super NES to the Genesis and PlayStation — each one has 
taken the series a little bit further in one way or another. 
While the last (and first) Contra labeled Legacy of War) 

to be released on the PlayStation a few years ago was 
somewhat of a disappointment, the newest sequel, “C: 

The Contra Adventure”, definitely puts the series back 
on track. 


The storyline behind this version is similar to most 
of the others in the series and, like most action/shoot- 
ers, is completely inconsequential. But here it is, in 
a nutshell, for those enquiring minds that need to 
know: A strange alien race has crash-landed on the 
Earth by catching a ride on a stray meteorite. Of 
course, the aliens have evil intentions and are hell- 
bent on infesting and taking over the world. Lucky 
for us, there is a lone mercenary crazy enough to 
take ‘em on single-handed — that’s you my friend. 


Like any Contra adventure, the basic gist of the 
game is to keep moving toward the end of the level, 
while shooting anything and everything possible. Along 
the way, your character can shoot down and pick up 
a variety of trademark Contra weapons (such as the 
spreader and flame thrower) as well as health, one-ups 
and smart bombs. What differentiates this Contra from 
the last is that, for one, it goes back to the original’s roots. 

The last Contra strayed a little bit with a variety of un- 
Contra-like characters, terrible slow-down, hard to master 
control and a strange, tilted camera perspective. “C” starts 

off with an ode to the &D versions of yesteryear with a side- 
scrolling first level, then kicks into 3D high-gear with a vari- 
ety of scripted camera perspectives (which include overhead, 
isometric and a Tomb Raider-like, behind-the-back third person 
view). Secondly, it plays soooo much better than the last. While I'll 

go on record and state the game starts off a little bit on the difficult 
side, once you get dialed-in, it’s fun city. For anybody that’s played a 
Contra title (or most side-scrolling shooters for that matter), they will know 
the game’s all about learning patterns, dodging enemy fire and discovering 
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which weapons to use when — this definitely 
holds true for The Contra Adventure. 
One of the game’s highlights is the variety 
of cool bosses which run the gamut — from a 
runaway train carrying pulsating alien life- 
forms to a huge hopping eyeball that shoots 
intense laser beams from its retina. In addition 
to the typical end-of-the-level bosses, there are 
7 ~ ’ several mid-level bosses thrown in for good 
SE + measure — just to tick you off. 


While the graphics aren’t up to par to some of the PlayStation’s top tier titles, there are 
moments in the game that impress. The transformation from side-scrolling 2D to an open- 
ended 5D game has come across pretty well and there are only a few instances 
when the camera perspective gets in your way or becomes frustrating. Furthermore, 
the developers at Appaloosa (who were also the designers of Contra: Legacy of War) 
successfully mix up the perspective from level to level, keeping the game fresh, 
interesting and exciting. 


Like almost every new game produced for the PlayStation, there is support for 
the analog sticks and the Dual Shock. While it is completely controllable with the 
sticks, I found I preferred the D-pad. Your character can perform a host of moves 
which include the obvious running, jumping and shooting as well as ducking, aim- 
ing your gun and grappling hand-over-hand. 


Now, for the negatives (of which there are only a few): First off, getting killed 

is Inconsistent. While you have an energy bar that slowly depletes when you 
take hits from enemy fire, I don’t quite understand why sometimes you die of 
one hit from a certain enemy or you happen to touch fire. Another minus is 
there are no mid-level checkpoints. If you happen to lose all your lives on an 
incredibly hard boss. When you continue, it’s back to the beginning, which 
can be a long and arduous trek. The last is that the collision detection seems 
to be a little off. A lot of the time I felt like I was unfairly hit, when it was clear 
the bullets were over my head. If you can get past these small inconsistencies, 
then you will find an enjoyable gaming experience. 


C: The Contra Adventure should please long-time Contra devotees while 
bringing a unique, action-packed 35D experience to the PlayStation. While 
there are some areas for improvement, overall, it’s a very good game and one 
that deservedly falls in to a high “Silver” rating. 
mes «(With that in mind, it’s worth a purchase, especial- 
ly if you’re a fan of high-intensity, white-knuckle 
shooters. 
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SHED BY MGM INTERACTIVE— DEVELOPED BY INTERACTIVE STUDIOS 
After watching WarGames in action for ten a 

minutes or so, a Marine buddy of mine Ps son oe AAIEGY 

announced, “As someone who’s actually ridden AVAILABLE. 

in a tank, I can tell you Id like to play this SEP IEMBER 


game a lot more if you just drove around 
and blew stuff up without having to look 
at all that extra junk.” The “extra 
junk” being referred to was the 
secondary screen info that con- 
stantly pops up during the course 
of the game. “I’d just like to drive around and shoot stuff.” I tell 
my friend that ASC already published a game just like that, called 
Mass Destruction. “Oh. Why don’t we play that one then?” A 
good question. 


Before I dive into the game itself, let's look at that back 
story. Wargames picks up twenty years after the events of 
the classic (?) 1980’s flick, in which David Lightman (Matthew 
Broderick's character from the movie) has gone to work 
for NORAD, the government agency he had previously 
hacked. David now creates war simulations for the gov- 
ernment, which he disguises as video games and distrib- 
utes through a fake game company website to test his 
scenarios. On the NORAD side in single player, you take 
the role of a web surfer who downloads the games, and 
quickly finds himself caught in a global war simulation 
which slowly becomes the real deal. This backstory is very 
briefly built up in an opening sequence that’s obviously a 
throw-back to the 80’s. Although, there’s only a very ten- 
uous thread connecting this game to the old movie, as you 
can tell. 


WarGames is basically Return Fire (oddly enough, MGM 
Interactive also has the rights to publish Return Fire 2) with 
more units and without the great classical music. You zip 
around, one unit at a time, taking out the opposing forces 
as they appear, completing one objective at a time as they 
are given to you. Mission objectives tend to be “drive to this 
point on the map and kill everything,” so don’t expect any grand 
tactical encounters. The main idea is to find targets with your 
radar, switch to your heaviest and most powerful vehicle and shoot 
up the place. What tanks, jeeps, helicopters and ships have to do 
with NORAD (the government agency that provides warnings of aero- 
space attack), I don’t know. Each mission starts you with a set num- 
ber of vehicles — lose those units or skip a mission objective and you lose 
the level. 


Of course, you're able to play as either the heroic forces of NORAD or WOPR's 


ing either side will put you through 15 dif- 
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ferent missions, ranging from straight kill- 
‘em-all shoot-outs to stealthy base raids. As 
the game loads into the PlayStation’s mem- ae 
ory, you’re presented with mission objectives, available units and any other additional infor- 
mation pertinent to the assignment. As you complete an objective within the mission, you’re 
sent “email” from NORAD or WOPR command, instructing you on your next move. This con- 
stant interruption is not only a major irritation, but also completely breaks up the flow of 
the game, as you have to check back to your email sub-screen every few minutes. As my 
jarhead compatriot pointed out, blowing stuff up is much more fun without the distractions. 


Battles take place across a wide variety of terrain, ranging from mountains and val- 
leys to snow-swept plains and deserts. The levels are 3D, giving you the option to play from 
a “third person” view behind your vehicle, or from a top down view. While the third per- 
son gives you a greater sense of the three dimensional nature of the environments, the view is radical- 

ly foreshortened, making it much harder to see incoming enemy attacks. Playing from a top down 
pov makes the game seem much more 8D, but also renders it more playable. 


There are a lot of toys for you to play with, over twenty different vehicles for each 
side, but they all essentially handle the same way. Tanks are almost as spry as the lightly 
armored jeeps, and have just as sharp a turning radius, while WOPR’s Giant walkers have 
trouble stepping around or over objects. I found that helicopters and other aerial craft had 

a very hard time connecting with their targets; the missiles they fired tended to arc out 

and over the intended recipient, harmlessly detonating on hapless trees. Most disappoint- 

ing are the ground infantry units, which are 2D sprites around four pixels high, which flat- 

ten out in a straight line when squished or shot; these little sprites are straight out of 
an Atari game, friends, and look very out of place in the game. 


There is a two-player mode in WarGames, which lets you fight with or against anoth- 
er player. I liked the cooperative mode in the game, ‘cause sometimes kids need to learn 
to play nicely with each other (or so Barney taught me last week). On the other 

hand, the one-on-one deathmatch can provide a few moments of entertainment. 
WarGames isn’t exactly pushing the boundaries on artificial intelligence and having 
a human opponent to sneak up on is a lot more fun. 


Despite showing early promises, WarGames ultimately disappoints. It’s not an 
altogether bad game, there are some good points (especially if you’ve been jonesing 
for another Return Fire-style game). At times, WarGames is just as confused about 
what it wants to be as I was. Sometimes it wants to be a strategy game, with lots of 
messages and commands from HQ, while most of the time it’s really not much more 
than a simple action game. Two player mode is fun for fragging your buddies, but 
the lack of depth in the gameplay will probably grow tiresome after awhile. As an 

aside for South Park fans, watch for a split second shot of the notoriously un-funny 
ae a Terrance and Phillip on the TV at the very beginning. 
i WarGames is an entertaining, but not fantastic, game. 
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In the not-too-distant future, the Earth's a 
TAY a energy sources have been depleted, malevolent RACING SHOOTER 
| CRI M = corporations have taken over the planet, and a AVAILABLE: = 
Ne BNE Be heavily-armed police force backed by a pri- OUT NOY oe 
KILULG vate organization fights urban crime. Sound 


familiar? A game which relies upon such 
a, tired storyline needs some sort of , 
"hook" to distinguish itself. In Crime % 
Killer, that "hook" is the promise 
of high-speed pursuit. 


CK opens with a computer-generated cinema ruined by voice 
acting that makes Resident Evil's cast seem Shakespearean. In 
the future world of Crime Killer, a mutant bacteria has eaten 
all fossil fuels. Photoelectric silicon power has taken its place, 
making the corporations who develop light-powered battery 
packs extremely wealthy. Unfortunately, the government was 
so reliant upon the old industrial economy that it collapsed, 
leading to rampant crime. Fortunately, the UREIL Consortium 
has taken over the police department and equipped it with 
the latest weaponry. Unfortunately, URIEL was responsible 
for the mutant bacteria in the first place, so its motives are 
suspect. 


Players control three vehicles — a car, a motorcycle, 
and a plane — which are pre-assigned to certain mis- 
sions. All of the vehicles essentially operate the same, with 
the exception that the plane allows limited vertical move- 
ment. As you travel through the city, you can either cruise 
at normal speed or blast off in high-speed pursuit mode. 
A special move allows each vehicle to execute a 180 degree 
turn. The three vehicles each come with a standard weapon, 
a secondary weapon which is equipped by obtaining power- 
ups, and a pacifier weapon which disables targets without 
destroying them. 


There are two viewpoints available: behind the vehicle and 
inside the vehicle (Dramamine is highly recommended). In both 
views, essential information is provided on a dashboard at the , hh. & 
bottom of the screen. There is a speed gauge, a shield level, a spe- Vere 
cial weapon indicator, and a map of the city showing the location * 
of your current target(s). If the target is colored red, your mis- “"jim Se | i 
sion is to destroy it. If it is green, you must disable it instead. Re e 

Missions take place primarily on city streets, although there are also — 
levels which feature caverns. In every level, however, the scenery is not 
interactive and functions only as a maze. There are also civilian vehicles rac- 
ing though the streets which must be avoided. One nudge from your vehicle and 
they burst into flames like futuristic Ford Pintos. 


When you have pba destroyed or pacified all enemies, you are given a per- 


Mey ‘Mission, if you destroy too many civilians, or if a bomb detonates before you destroy it. The 


re} mode, you can select which of the three vehicles you wish to drive and one of five locations 


off for a 60 f.p.s. rate is, of course, a lower level of detail and textures. While the graphics are ade- 
quate to portray the city streets where the action takes place, there is quite a bit of pop-up. Buildings 
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rate, acceptable casualties, and response time. 


Crime Killer lacks a, memory card save feature but instead provides passwords to access the 
15 different missions. The game ends when your shields are depleted, if you abandon your 


soundtrack is a techno/hip-hop mix which has become the requisite for all futuristic games. 


Crime Killer also features a two-player option in which you compete to either destroy each 
other or to collect "holotags" which are randomly placed throughout the city. In e-player 


to drive it in. The two-player game ends when the timer runs out, when a player has made 
a set number of kills, or when a player has captured the holotag a set number of times. 


The main selling point of the game, the speed, is also the biggest drawback. The trade- 


appear out of the darkness, and occasionally the cars you are chasing will disappear and then 
suddenly be re-drawn as you follow them around & corner. 


The game also requires you to rely heavily upon your radar. If you've ever nearly run a 
car off the road trying to read a map. imagine taking your eyes off the road at 60 frames per 
second! Your limited field of vision, combined with the blistering speed leads to some haz- 
ardous driving. You'll often run into civilian vehicles as they "pop up" in front of you. These 


unavoidable collisions waste valuable time, especially when you are trying to reach bombs 
before they detonate. 


There are also a lot of minor flaws which detract from the overall enjoyment of the 
game. For one thing, enemy vehicles tend to follow patterns rather than attempting to 
escape. Destroying some of the larger enemies also presents a "Catch 22" problem. It 

is hard to kill them without a special weapon, and yet you aren't given a special weapon 
until you have killed them. Health Power-ups are few and far between, and they tend 
to appear in the same place within each leve] — usually far away from wherever you 
are located. Enemy fire is hard to avoid, and it is difficult to tell when you are get- 
ting hit. It also would have been nice if the level of difficulty could have been adjust- 
ed by the player. Finally, the similarity of the missions doesn't justify using three 
different vehicles, which seems like a waste. 


Despite the elaborate storyline and dramatic cut scenes, Crime Killer is your 
basic shooter. Racing around a maze shooting bad guys can be fun, but it becomes repet- 
itive. Even the two-player game, which extends the replay value slightly, tires after a 
short time. The lack of significant level variety and strategy keeps the game from becom- 

ing interesting. With no points and an infinite number of replays, players just plod their 
way through each mission until the game ends. A fast- 
ge paced arcade-style game such as this, which seems mod- 
i eled after the driving portion of Die Hard Trilogy, might 


work well as part of a larger package but fails to excite vt 
on its own. 
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After the first rendered 
video, you start off with 
Aya (you can rename her 
if you wish) arriving at 
the opera with your date 
for the evening. Just keep 
on walking forward until 
you take your seat. Sit 
back, and let the 2nd clip 
freak you out. There are 
tons of people bursting 
into flames — they all 
either run out or burn to 


ite, bint +, a 
People war eventtaily Torcet ~ oe ry 
and £0 @b Wallm Wipir RES he 
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a crisp leaving you 
strangely unharmed. 
When the turmoil dies 
down, walk forward 
towards the stage 
where the strange 

opera singer (Eve) is | vias uke " 
located. This will be 
your first battle, don’t use your gun, ‘cause you 
have to conserve your bullets — just equip your- 
self with the Night Stick and attack. After "defeat- 
ing her 40hp" Aya will have a flashback and 
some dialog, but Eve will run away and you will 
want to follow her... exit stage left. 


In the next room, there is a large hole in the 
floor. Search the room for the Chest in the cor- 
ner to get back any hit points you might have 
lost, then proceed down the hole. You'll meet 
up with a little girl that will run away — go 
straight up to where the doors are at in the dis- 
tance — you'll find yourself in a long hallway. 
Go down the hallway into you encounter a rat. 


It seems the rumors 
about rats as big as VW 
Bugs in N.Y. are true. Use 
your Night Stick to kill 
the thing — you can eas- 
ily dodge the fireballs 
then go in for a whap. 
After that mess, enter the 
first door on the right- 
hand side. In the room, 
you'll encounter a Jester 
who is oblivious to the 
goings on. Watch him 


leave then open the 2nd . oe 


‘ . 
Jethought ‘Tid 
yousugE B anything! 
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to the left locker — you'll 
find a Bullet Clip. Leave 
the room, go across the 
way to the other door, 
search the lockers inside 
(the third from the left 
has a Vial of hit points) 
then leave. The next 
door will be the third 
door down on the left 
hand side. The chest in the room has another hp 
Vial. Push the body over from the chair and search 
it for the Key. Go to the back of the room and move 
the hanging costumes to release a talking parrot, 
then exit back to the hallway. Next, go to the door 
on the left. Defeat any of rats that attack you, 
but make sure to use your Stick, not your Pistol. 
Once in the room, search the chest to receive a Gun- 
power. In the left corner of the room, you can break 
the wall and get Body Armor in the Secret Room. 
Equip it. Now, go back to the hallway. Go back 
down to the left hand side door that hasn’t been 
opened yet — the closet in the room contains a Bullet 
Clip. If you keep on talking to the parrot it'll mutate 
and attack — you might as well just leave him alone. 
Go across the hall into the other door on the left 
and you'll find a Diary sitting on the desk. Read 
it and find the Key. There is also another Clip in the 
closet. Go back down to where you released the 
parrot. Use the phone to save, equip your Gun and 
then enter the door on the bottom to fight 
Melissa/Eve. 


When you get to the battle screen, Eve has 80hp. 
She'll float around and shoot a beam. Stay outta 
the way and attack her, it’s pretty easy to figure 
her pattern. 


Once defeated, she again disappears 
and you'll have another flashback. 
(Btw — | am not going to spoil the 
storyline for you, so | won’t be 
explaining the FMV’s.) There is a hole 
J in the upper left hand corner, select 
we | the top choice. You are at a sewer 
— just go up and fight all the beasts 
™] you encounter. You'll get to the stair- 
esi —¢_| way on the right and left — open the 
P «. > chest on the left to get your new 
"| Weapon and equip it. Move up until 

jh, something happens. After that, get 

to the hidden chests that are in the 
right and left corners, then go to the 
next area. There is a chest to the left 
of the door with a 6 Bullet Clip — 
hook it up. In the next area, kill the 
Frogs and then push the button to 
the left of the gate. You can (and 
| should) save here and it also opens 
the gate. Proceed towards Eve. Here, 
you'll be treated to a brief cinema 
and then it’s time to fight the next 


Boss: Sewer Beast — His hit points are 200. The key is to 
attack the tail first, dodge his tail and beams when he attacks, 
then go for the head — easy. 


You are now outside the opera. Talk to the policemen for 
some extra Bullets. Your buddy cop, Daniel, comes up and 
beats the reporter that was talking to you and then takes 
you to the police station. 


After the short video clip at the 
police station, save your game on 
the left side of the room below. 
Leave this area and then enter the 
first door on the left in the hallway. 
You can get new body armor from 
the 2nd locker. Now, go back to the 
hallway. Go left and down the stair- 


the left and search, 


Go to the desk on 


then go up the stairs 
and follow your part- 
ner, you'll both go into 
the museum office. After 
the brief conversation 
and biology lesson, 
exit to the map screen 
and head back to the 
police department. 


Follow Daniel up and 
enter the door on the 
right. Talk to the chief, then 
leave. More video... 


You are now at Central Park. Head 
down through the main gate and 
save your game. Now, walk through 
the path. You should search around 
the trees and fight some snakes — 
here you'll see some chests with a 
Clips. When you are at the next 
screen, from the right there are three 
gates, behind which which is the zoo. 
Behind the first and last gates you'll 


find some goodies, but go to the mid- |} 


dle for the entrance. The chest on the 


left has a New Gun. Go up to the tt Te 
next door. There, in the upper room, | Ay 


get the Key in the drawer. The cab- 
inet has Armor. Leave the room and 
go right to another door. Go in and 
through the shattered glass on the 
left. Walk along the path and there 
will be 3 chests with a Vial and 
Protection Potion. Go outside and to 
your right. You have several choic- 
es to explore stuff, but the shorter 
route would be to choose the left 


path. Go to the other side of the path 


and through the gate. Go up to the next area through th 
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doorway and you'll see EVE. Go to her left and watch the 


way and go to the door on the left 
to get a 6 Bullet Clip and a hp Vial. 
Talk to the guy standing behind the 
counter and another guy will enter. 
He'll give you another Gun. Go 
back to the stairs, and get up to the 


kid in the red clothes. Watch the - 
video. You find yourself getting | 


yelled at by the Chief. After the butt- |=»... 


chewing, leave the office to the hall- 
way and proceed to the double 
doors — this will take you outside. 


You'll get a heads-up of a 3D NYC }* fi 


map — just go to the museum. 


Follow Daniel up to the entrance. The old man lets you inside. 


video that ensues. Next, exit left to go back outside. Head 
: scammer backstage. Run up after EVE. When 

you are outside, go left. Just keep 
going left to continue. Search 
around to find some goodies, then 
run after the little girl. Follow her 
downward, through the left path, 
then the right. Follow the girl again, 
left, and go down to the next path, 
There is a chest with a Clip. Go 
back down the path, then left, 
there is another chest with Armor. 
sg A left across the bridge will offer 
“i up another chest. Go back up the 
p. | bridge, then take the path left to 
| the next area. Run after that damn 


girl to your left. Don’t follow her all 
the way, instead go up, left, and 
follow the path to the left. Now go 
down and to the left. The next area 
is the same. Take the path and not 
the staircase. Go up and fo the right, 
save at the Phone Booth, then go 
right. 


Boss: Snakes — 800hp fotal. Get 
your best weapon for this. Dodge 
and shoot. Make sure to heal when 
your energy starts to get low! 


After defeating the snakes, exit right 
and talk to eve. FMV 


Boss: Eve — 300 total. Will this chick 
ever die!!! 


My favorite place to shop in N.Y.C 
— SOHO! In the room, search the 
chest, then leave and go outside 
to talk to the scientist. Daniel pulls 
up. There is a trading card in the trash. Go left and to the 
Gun Shop. You can get Armor, a stronger Night Stick, 


aienay 


a a 


mentioned 


AyS: The su@pest 
that the mitoghondria would.be set 
"FREE". How, @b you a. 


Gun Power Ups, Clips, and Guns 
— whoohoo! Once you've pilfered 
the goods, go back to where the 
squad-car is. Now head right into 
the Pharmacy. Get everything in 
there. There is also a Phone, so 
save your game then leave. Talk 
to Daniel and the Japanese sci- 
entist. Then get the map and jour- 
ney to the Museum. More FMV, 
then the back to the map — 
choose NYPD. 


Go to the hallway. If you talk to 
the man on the floor twice, you'll 
receive a Clip. Go down and to 
the door on the left. Search 
around for the goodies. Leave, 
then go to the door below and 
get some more Clips from the guy. 
Then, go back to the chief's office, 
back to the hallway, then down 
the stairwell to the Weapon 
Room. Go back up the stairwell 
and go up 
again to the Conference Room for the | 
Armor. Exit and then proceed to the 
staircase that goes up. Go left, pass 
the new hallway and go to the door- 
way on the left. Search for good- 
ies, then leave. Go up and get some 
FMV. In the next area in the first door, 
a woman will give your Health back. 
After you heal, leave and search the 
man lying down for the Key. This Key 
will allow you to open up the lock- 
ers. Enter the room to fight the bad- 
die and get a Gun. Search for the 
chest to get Armor. When you leave 
the room go down the hall and take 
a left. There is a door on the far end 
you need to go to. 


(Note: from here on in we’re just 
going to give the amount of hp it 
takes to defeat each boss) Boss: 950 


hp 


al 


Leave the chief's office and save your 


restored your hp? You can go back AMINE Pag e79 
“By and do that again. Your friend will 
be talking to that guy again and he'll 


also give you another Clip. From the 
map go to the Hospital. 


From the front of the Hospital, talk 
to the guy and get a Key to go inside. 
There is a chest also in the left hand 
corner. Go left to find the little girl. 
Press the button next to the eleva- 
tor. This allows you inside if the ele- 
vator is there — inside there is a 
Keypad. Push it. Take the ride and, 
once it stops, push it again to leave. 
“s=—-] After the lights go off, just go down 
~ 41 so you are in a hallway. Go to the 

» first door on the right. There is a Clip 


«. .. ~#] in the room. Leave from the door on 
Py the top to the left. Once in the hall- 
_4| way, go to the door on the left. In the f 
desk, there is a Key, and a chest with m/f & 
a Life vial. Leave the room to / f 
the left. In the left-hand corner, you'll find an f Dk f 
Armor power-up. Get it! Go down the hall- J 
way to the door that was locked when i 


you first stepped off the elevator 
— that room has some goodies 

for you, so get ‘em! Leave the * 
room by going up. You'll see a f 
Cabinet. Search that and the boy 

for Keys. Remember where you 
saw that little girl? You need to go 
back there. Now, take the elevator 


down and pursue her through the door up with a Key. Go back to the 


she went through for the new Gun. Waiting Room, take a left 
Go down, and in the corner of the through the door — you need to 
next area, there is a shiny Weapon push the Green Button. Next, go 
Powerup. From there, it’s back to | UP for a bit and you'll find a chest 
the hallway where you should with a Weapon Power up. Next, 
enter the door on the right — the go through the door on the left. 


Fight the monster, it'll be easy. 
Over the chest there is a Wheel 
you need fo turn, then leave. 
Back at the elevator, choose your 
third option. Go to the door on 
* 1 the left. There is a Weapon in the 
chest waiting for you. You'll see 
a Red Arrow on the left-hand 
side. Push it to go to the door all 
the way up. Push the Machine out of the way so you can 
push another Button behind it. The door is open, so go through 
it! Here, you'll find another chest with an Armor Powerup. 
Exit through the upper right. Search this area thoroughly 
for the Key and other goodies then save your game, ‘cause 
you are about to fight. Exit and go up to the elevator — 
you'll be at the roof ready to fight the next boss. 


first one. There are more good- 
ies and a Key in the right-hand 
corner of the room. Leave and find 
the Power Box where the little girl 
was. Once close enough, push 
three times on the right-hand side, 
the lights should go on. Push the 
left side with the second choice. 
Push the left-hand side again for 
the first choice. Now, go to the ele- 
vator and down to the first floor, 
where you'll see that to the right, 
there was a locked door — go 
through there. Search around the 
room near the cabinet for a good- 
ie and talk to the people, then 
leave to the right. In the next room, 
talk to the nurse. She'll hook you 


Note: Boss- 750hp 


GO TO CHINATOWN!!! Go up and 
find some Armor and hp Vials. Go up again and get more 
goodies. Remember that guy from the earlier days? Well 
he’s here and you need to talk to him ‘cause he has a Key 
for you. Go to the Sewer. This area 
is a total maze, so make sure you 
get the items along the way. Take a 
left, left, left, then up. Then down, 
left, left, down, down, down, down. 
You should now be in an open area. 
Now, go to the right and climb the 
ladder, then go right for the chest. 
Go back down the ladder. Time for 
some more FMV. Go down and to 
the right and then down the ladder, 
to grab an Upgrade Tool. Go up the 
ladder again and then take the stairs 
up. Enter through the door to go to 
the door on the left to get some 
Bullets. 

There will be a Console in front of 
you, so activate that. Choose the 
next top two options. FMV. Click it 
again, and choose the bottom choice. 
Then go through the door that's up 
from you. Go to the right and then 
leave through the door. You'll see 


some steps, So go up from there. Once in the Subway Area, 
take a left and then climb up the wall. Check out the chest 
and get ready to meet a boss. 


BOSS: 1400hp 


After kickin' some butt, go up to the end of the bridge, there 
is a cop there, search him for the Keys. 


From there go back down to the bridge on the to the far 
right. There is a hidden path you 
need to follow. It leads you to a 
Subway Car. 

Search around for some goodies. 
Leave the Subway Car through the 
middle and go down. You'll be 
at an are where you can save your 
game — do it! Go down and leave 
the area through the gate. You can 
unlock it. A map will appear — 
choose MUSEUM. 

If you choose the Warehouse, you 
can obtain a really good 
Weapon... actually the best one of 
the game. 


From the Museum, follow the per- 
son running away. Go down and 
left and then go through the other 
door in the room. You'll see the 
person again. Go back to the 
Lobby. 

From there, go up and push the 
Machine on your right side. Choose 
the bottom and get a Potion. Go up, and once in the next 
place, go up and left. Go to the Machine and push the 
middle button. Defeat the monster and leave. 

Go up. Get the Gun in the chest and go up again. Forget 
about the stairs. You'll trigger an IGS leaving the area. Once 
you have control again, go back and take those stairs 
and push the Machine for Bullets. Go up and through the 
cleared door. You'll go up on the ladder. 

Go south of the area you are in. Go down again, take a 
right, then another right and down the hallway to the next 
area. From there go south and then left though the dou- 
ble doors. Climb through the window to get to the ledge. 
Take a right, then get Aya to drop down. Go to the room on 
the left. Leave the room to the right and then go up to the 
Museum Shop. There is a chest in there. Go north to a car- 
peted area, then go up through the door. Go up to the Security 


Office and you can call and save. 

There is a button you can push to 
see Eve near the elevator through 
a camera, once you do that, search 
the chest and leave. Go down and 
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you'll view another FMV. Take gas= > 
a left then go up. Go down “iG 
the stairs back to the gap Fe + 
lobby. A >. wv 


You see your Japanese 
friend and he gives 

you a Weapon. Then 

you get a Key after a 
very cool sequence. Go 
back to the Security Office, 
a boss is coming up, so save 
your game. Go back to the car- wa 
peted area and take the door going 

south to meet the boss... 


Boss! 2050 
Boss2 2900 


Dinos dead? Good! Exit through the 
door in the corner. Take the elevator 
to the fourth floor. Check the Chest. 
Take the path towards the stairs, 
then go north, and then up again. 
You'll follow the path up and then 
take a left, then go down. In this 
room, go down to exit. FMV. There 
is a broken glass case — just go 
through the case and get the good- 
ies. Go through the stairway cov- 
ered with junk, then go through 
the cracked door. 
Get ready to watch an awesome 
movie and prepare to fight Eve for 
the final time. 


EVE — 8400hp. This is the hardest bat- 
He of the game, so let me hook you up 
with some hints. You need fo use the Rocket 
Launchers for this one and Super PE spells. 

Use your weapons and spells fo hit ALL of 
her body. Just STAY away from her!! Don't 

let her get close enough to attack you at 

any cost. 


So, do you have control of your girl yet? 
Go through the door on the left and talk 
to your buddies and the other guy in 
the room. You need to gather all you 
can ‘cause you have one last battle 
ahead of you. Once you leave the 
area you'll see another bitchin’ FMV 
sequence and then it's time for the 
final boss of the game. 


Sm Boss16800hp — His pattern is 
- A | pretty predictable so memorize 
G9 FF what he does to make your deci- 
: _» sions better. In the baby form, 
he'll be flying around and then 
he'll shoot a beam at you — just avoid the 
beam and attack him with your gun. He's real- 
ly easy to defeat at a total of 1500hp. His most 
deadly attack is in the form of an earthquake 
which will cause mass amounts of damage. 
Make sure to keep your health up to maximum 
during the battle. 


In the next form, the best way to fight him is 
just to shoot the top and then the bottom half 
to reduce both halves’ hp simultaneously. He 
throws fireballs at you that should be able to 
dodge. When you finally weaken him, he splits 
in two. Just use your PE spells to defeat both of 
them while dodging their attacks. Tip: Use your 
PAUSE button when they pummel you. The last 
form is a veritable pain in the rear. Just avoid 
going near him at all costs — you'll receive a 
special bullet that knocks his HP down... 

He'll die soon enough. 


I can't help but to spoil the next part for you — 
you need fo run over to the the left towards the 
door, | mean RUN, too. Go left on the path and 
take the door on the right. Go down the steps 
and take the door to your left. 
Go right and then left. Go 4 
down the ladder, but select 4 
the Self Destruction Button, 
while you are at it. Run | 
down and left to climb ag 
up the ladder, then go len : 
down. Exit through the _ 
bottom-left door. Go up the | 
stairs and exit right. Are - 864 
you still running? Good! Go — mi 
to the left and you'll be outta "Wee 
there! ) i 
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In Japan, Takara has made quite a name 
for themselves with not only the Toshinden 
series, but their little “Super Deformed” car 
racing games by the name of Choro-Q. To 
date, there have been two PS Choro-Q rac- 
ing games released overseas and a third N64 
Choro-@ that’s in development. In addition, 
_— Takara has taken the “SD” theme one step 
Sl further and have moved from paved asphalt 
time | @™® and mud strewn roads to water-filled inlets, 
Jaa. 0 | lakes and oceans, with their newest title, 
Choro-Q@ Marine (or Q-Boat if you prefer). 
In Q-Boat, players get to choose from an 
assortment of miniature water craft then 
race it out, battle-style, on a variety of water- 
ways. Eeach boat has a host of varying attrib- 
utes that range from speed and agility to 
armor and weapons capabilities and, just 
like Mario Kart, they have the ability to pick 
up special weapons and hurl them at their 
we §=oOpponents. 
"< "Ss Like the other Choro-Q racers, the empha- 
cmummuumaceer we SiS is not on the graphics. The game looks 
first generation (and this is the PlayStation’s 
fourth generation in Japan) with horrible 
clipping problems and harsh, boxy pixels 
that blow up when you get too close. While 
the graphics lean to the side of refuse, there 
is a lot to be said for the gameplay, which is 
tight and addictive. Takara has included a 
ton of hidden (and sometimes hilarious) 
craft to uncover. While there’s always a pos- 
sibility that Choro-Q Marine will be picked 
up for a stateside release, to date there have 
been no takers. 
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Let’s face it, like anything else in life, 
videogames are driven by trends. These days, 
the current trend seems to be 3rd person, 3D 
action/adventures but, back in the in the early 
‘90s, the shooter was king. Recently, we have 
seen the shooter slowly resurface from obscu- 
rity with companies such as Working Designs, 
(Ray Storm and Thunder Force V) THQ (G- 
Darius) and even Sony/Square (Einhander) 
producing these utterly tough, yet extremely 
playable games. 

In Japan, Atlus has released an interesting, 
&D side-scrolling shooter by the name of Sol 
Divide. The game lets you choose between 
three warriors who seem to be gifted with the 
ability of flight. Each of the three charac- 
ters have a different look and specific weapons: 
Vorg, the red-haired warrior, shoots out an 
unending supply of daggers from his right 
hand and slashes with a Katana sword in his 
left. Kashon, a winged, blue-skinned fighter 
shoots out deadly arrows and carries a sharp- 
ened staff. Tyora, the only female of the bunch, 
shoots out magic bolts of light and can swing 
a hefty scepter at any would-be attackers. 
Although the three have different weapons, 
they all seem to have the same effect and 
attributes. They also share the same magi- 
cal spells (smart bombs), which range in vari- 
ety from a stream of molten fire to a freeze 
spell which temporarily encases all of the ene- 
mies on-screen in ice. 

The graphics and sound, while decent, have a 
dated look and feel that harkens back to the 
Sega CD days. And, while the game has an 
Arcade Mode and an Original (story) Mode, 
there’s not much here to justify the hefty 
import price. This is one of those import titles 
that will probably stay in Japan and not get 
picked up for an overseas release. 
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PUBLISHED BY INTERPLAY — DEVELOPED BY GREMLIN 


The verdict: Toshinden is visually flawless, and the 


i 
gameplay is solid, although the matches can occa- 
sionally turn into an annoying game of hit-and-roll. 
| Still, considering this is a FIRST-generation PlayStation _ 
title, it’s freaking amazing, and I can see why Sony 
| decided to use it as the cornerstone of their system- 


launching ad campaign. 
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PUBLISHED AND DEVELOPED BY SONY 
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The waeellens Deddewition Derby i is a superb racing | 
game with the irresistible graphic “hook” of watch: | 
ing your vehicle slowly degenerate into dbo’ | 


on wheels. Like Shadow of the Beast, this game 


is (and | apologize for sounding like I’m trying to | 
get quoted in the advertising) destined to be a clas- 


i 
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| sic. 
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PUBLISHED BY SONY — DEVELOPED BY SINGLETRAC 
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pe it scan Wipeout i isa cnenitilie sna gaa | 1] = 0 | 
that just misses the “must-have” mark because | — 

of the pedestrian nature of its gameplay environ- 
|; ment, and the lack of long-term play value. | 
| Psygnosis has a fairly strong title on its hands, but 


one that is lacking in a few key areas. 
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PUBLISHED BY SONY — DEVELOPED BY SINGLETRAC 
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Hands down, the game is is exciiilie to anyone who | re 
is into flight simulations. There are plenty of unique | 
missions, numerous airplanes to choose from, oy | peer ea 
their is an amazingly two player, split-screen, one- 
on-one combat mode. While keeping the options | 
intact for the most hardcore armchair pilots, it keeps 

| 


| the gameplay as i wad to cocina as possible. 
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Ridge Racer is certainly one of the “must-have ‘s” | 


for PlayStation owners. | have been playing the | i | 
game since I received my Japanese system last 
November and | still think it is one of the best PS 
| games. Arcade racing fans won't want to be with- 
| out it and more casual players will want to give _ 


i 
it a try ... Highly recommended. | 
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A little over a year ago, Sony announced a “Greatest Hits” program that would lower - 
the price on titles that met certain sales requirements. The titles had to be available for 
at least a year and have sold over a certain number of units. At the launch of the program, 
only a hand full of titles fulfilled the requirements such as Crash Bandicoot, WarHawk, 
Toshinden and a few others. Well, since that time the list has expanded greatly, so we’ve 
decided to dedicate a spread to these titles to make sure you don’t miss a thing! 
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[ toaded asserts itself « as one hot the premiere 
i | PlayStation titles during this holiday season. It is | 
what | like to refer as a “gamer’s game” ... Much 
like Sony’s “Jumping Flash”. It will challenge even 
the most seasoned game player to his core and is | 
a challenge well worth undertaking, but not for the 
slow of hand or reflexes ... A great gift for the | 


| 15- 25 sistent on ob ci Christmas ei ali mm 
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| If it sounds like | LOVE NFL GameDay ... | do! Simply 


put, it is the best football game | have ever played 
_ and a game that no PlayStation sports lover should 
be without. If you haven’t purchased the hardware 


| yer .-- Run out and do so. It is the only way you can 


| play owe should | iy —" NFL ren 
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Warhawk: i is ‘inten . ove Met edualt; and cheuhlidy 
worth the effort. Skip the cheesy between level FMV 
| (video game “acting” is normally bad, B-movie 
| kind of stuff, but these guys need to give their union | 
cards back!), and go right into the conflict. Warhawk | 
delivers on the next generation promise and gives | 
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| PlayStation owners one of the best arcade shoot- | 
| ers | have ever re - «-- Don’t miss it! 
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Twisted Metal has quite a bit of “grabbing power”. 
The 3D world is fast and detailed, although a lit- 


| tle rough around the edges, which is to be expect- cei 

| ed when you see the words “fast” and “detailed” 

| ina 3D game. But it is what lies beneath the sur- a 

i we 
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| face that tells the tale of Twisted Metal ... A hellu- 


we ve-lot-of iin escent 
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i | spectacular array of moves, Tekken is the most visu- 
ally impressive fighting game on any home system 
and a wonderful example of the frightening power 
| of the PlayStation. Now we just need to wait impa- _ 
tiently for Namco to convert the even-more-impres- 
sive “Tekken 2”, 
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PUBLISHED BY ACCLAIM — DEVELOPED BY MIDWAY 


| The verdict: WWF itesloiia is the funniest and if : tl 


| most entertaining wrestling game I’ve played since he tt ee — 
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PUBLISHED BY EIDOS — DEVELOPED BY CORE 


Pro Wrestling on the 8-bit NES. (Remember THAT 


THE BOTTOM LINE 


a 


one?) It’s also a decent alternative to the 3D PSX 
fighters and a superb alternative to Mortal Kombat | 
| 3. 


| Tomi Raiders the edult Mario ond tie best ever | (II )07 
ture | have ever played. It is a game that will appeal | 


to all ages and all kinds of gamers — it is recom- 
mended as one of our must-buys for this year, and 


is our highest-scoring game in the history of the 


} . 
| Magazine. 


THE BOTTOM LINE 


Sony Sports is two-for-two. First, the best football 

game | have ever played, and now a hockey game 

that is both ground-breaking in its advanced 3D 
_ presentation, and with gameplay that goes head- [3 
| to-head with the King of the Ice, EA Sports’ “NHL % 
Hockey” series. John Smediey and his team at Sony’s 7 
San Diego offices are to be commended for pro- 
_ ducing an amazing game that is at once addictive 
and extremely fun to play. 
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sports games on the PlayStation, and with NHL Face _ 


Off ‘97, they have the premier hockey title. The 


clash of the titans rages on! ... 
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PlayStation Edition is a Communist vegetarian — THE BOTTOM LINE 


And me, | love democracy and red meat. If you 


PUBLISHED BY WILLIAMS — DEVELOPED BY ID 


have one of the earlier video game versions of Eve played this gains for dase to's month now, 


DOOM, donate it to charity. Better yet, sell it to a Spi 
non-PS-owning friend (the poor sap) and put the ee 
proceeds toward this game. Two blood-drenched >. 
thumbs up! 


and have yet to grow tired of it. If it weren’t for the 


lackluster performance of the visual presentation, 


we would definitely have a Gold title. As it stands, — 


however, it’s the gameplay and soundtrack that 


will distinguish JM among its peers. 


THE BOTTOM LINE 
if | have any criticism of Crash at alll, it is that some : . i THE BOTTOM LINE 


PUBLISHED AND DEVELOPED BY SONY 
people may find that the play mechanics become 
a little repetitive after awhile. Although, for me, 
_ that is not the case. The game's levels require that 
you react in different ways to the architectural design 
and that helps to keep the game fresh. Is Crash per- 
fect? No ... But it is really, really close. 
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For the most part, you've had this experience before. | 
If it weren’t for the addition of a snow boarding 
event, the game would strictly be rental-only. As it 


is, the only reason to purchase 2 Xtreme would be — 


if you couldn’t get your hands on the original and 


just had to have a snow boarding game. 
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PUBLISHED BY FOX — DEVELOPED BY PROBE 


THE BOTTOM LINE 


if you love the Mortal Kombat series, or you're just | if 


PUBLISHED BY MIDWAY — DEVELOPED BY AVALANCHE 


While there are games that may look a little better 
that DHT, there are not many that PLAY better or 


blown away by a fighting game with so many | 
offer so much fun for your hard-earned buck. Do | a 


the three games tie together? ... Not really, but that’s yi 
OK, I'd buy any on of the three as a stand-alone >< 


damn characters — keeping in mind that many of | 
them are “look-alike “clones” — buy MK Trilogy. | 
If you’re more interested in a great 2D fighting | 
game, period, pick up Street Fighter Alpha 2, which | 
has flawless gameplay and no silly gore. 
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) The PS £dreme Historical Ranking Chart» 


EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along — 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for | 
those older games that you might have missed (or wish you had). 
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. ,, 98-100% 


“<\57 The ultimate gaming 
>. \— experience. 


90-9'7% 


approval. 


“Must buy” games; each 
carries our editor’s seal of 


80-89% 

fe Good games, but lacking 
<4 in some area; for fans of 
| that style of game. 


70-79% 
Mediocre titles that 


suffer from some serious 
flaws. Rent — don’t buy. 


SOTO CANOES ISSUE RUGOONG] Rascal i 
Resident Evi 2 March 1998 09% Tiple Play 99 26% 
Gex: Enter the Gecko March 1998 99% International Superstar Soccer Pro ’98 August 1998 86% 
Gran Turismo June 1998 98% Diablo May 1998 85% 
GOLD GAMES NONNOISSU Eau RATING FPS March 1998 25% 
Tekken 3 May 1998 97% Elemental Gearbolt 85% 
Blasto May 1998 96% Vigilante 8 July 1998 84% 
Reboot April 1998 96% Klonoa March 1998 84% 
MLB 99 June 1806 ii Grand Theft Auto August 1998 82% 
hey SEO SS ea tee wile Mortal Kombat 4 August 1998 82% 
doliecabinlaibis eiiiies Tepe wie VR Powerboat Racing April 1998 81% 
ly 1998 93% 
Weotid Cap 9e Pocket Fighter August 1998 80% 
N2O: Nitrous Oxide July 1998 93% IDATTTLIA : acct 
: BRONZE GAMES) ISSUE RATING 
Need for Speed Ill: Hot Pursuit May 1998 93% 
Dark Omen June 1998 78% 
Bloody Roar March 1998 93% 
Speed Racer May 1998 78% 
Tomba! May 1998 93% 
Jersey Devil July 1998 93% 
Sentinel Returns August 1998 76% 
Hot Shots Golf April 1998 92% 
Fox Sports Golf ‘99 July 1998 75% 
VR Baseball 99 June 1998 92% 
Cardinal Syn June 1998 92% = inate ere ee al 
75% 
The Granstream Saga July 1998 92% nay AEBS incited 2 
April 1998 T4% 
Forsaken June 1998 91% sada scien 
 sibilbibaaia( OC IST Kaleo). (SNS, ct. 7 M Man L d J 1998 72% 
__SILVER'GAM wT SSUB sso msuouk ———— — 
ee Vireo July 1998 89% Super Cross 98 August 1998 71% 
Rosco McQueen July 1998 89% Fox Sports Soccer ‘99 July 1998 71% 
Breath of Fire 3 May 1998 89% TIN GAMES ISSUE RATING 
Turbo Prop Racing August 1998 89% Beast Wars 69% 
X-Men vs. Street Fighter EX Edition May 1998 88% X-MEN: Children of the Atom 69% 
Road Rash 3D July 1998 88% Adidas Power Soccer 98 August 1998 68% | 
Kartia: The Word of Fate August 1998 87% Judge Dredd May 1998 68% 
Dead or Alive April 1998 Bio F.R.E.A.K.S. July 1998 65% 
Saga Frontier April 1998 Circuit Breakers 49% 


0-69% 


at all costs. Only die-hard 
gamers would buy these. 


Tin games are to be avoided 
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Stuck? Striving for Perfection? Pindadion Publishing’ s 
got the answers to your questions on the hottest games. 


- SUBSCRIBE NOW 
AND SAVE BIG! 


$10.00 Price valid for PSExtreme subscribers only. All others pay full retail price of $14.95, plus shipping & handling charges. Specify SFA, Star Gladiator, Crash Bandicoot 2, Tomb Raider, Tomb Raider 2, Soul Blade or Pandemonium. inside the U.S., add $3.75 for shipping (add $1 
each additional guide). Canada & Mexico add $4.50 for shipping and handling. Foreign orders call for pricing. 


» Credit Card Orders, Call 


wan (916) 989-0171 


ild Arms ©1997 Sony Computer Entertainment Inc. SoulBlade™ ©1997 Namco, Ltd. All rights reserved. Tomb Raider and Tomb Raider 2 are registered trademarks of Eidos Interactive. All rights reserved. “Crash Bandicoot”, “Crash Bandicoot 2: 
ortex Strikes Back” and the Crash Bandicoot logos are trademarks and copyrighted properties of Universal Interactive Studios, Inc. Source code © 1996 Naughty Dog, Inc. The Sony Computer Entertainment logo is a trademark of Sony 
“agement Resident Evil ©1997 Capcom, Co. Ltd. Blasto™ ©1997 Sony Computer Entertainment Inc. — Dynamics, the Crystal Dynamics logo, GEX, and the GEX character are trademarks of Crystal Dynamics. ©1998 Crystal Dynamics. All 


TRASH COURSE IN GAMING! [raTEOD 
989 Studios......19, 20, 21, 22, 30, 31 


i u ‘RASE Pie 


Get a FREE copy of Crash Bandicoot 2: Cortex Strikes Back, The 
Official Strategy Guide when you; subs 6 cribe to PSI Egtreme for 
$21.95+! That's a 63% savings! Gotta have that! 


To order by mail, send a check or money order made payable to: 
Dimension Publishing ¢ P.O. Box 6570, Folsom, CA 95763-6570 


*Add $3.75 for shipping & handling on the free Crash 2 strategy guide. Mexican and Canadian orders $44.95 for subscriptions plus $4.75 shipping 
& handling. (U.S. Funds). Foreign orders call for pricing. Allow 8-10 weeks for delivery. CA residents add 8.25% sales tax to strategy guide orders. 
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Universal Interactive Studios, Inc soso Carle © C 1996 Na aught) 009, in c. Play (Stator nang the np ee 0S are trademarks of Sony Computer Entertainment 


=) 


) 


E 
: 


_MAKWEL 


ion: ' 
ion: 


PlayStation: 


< 
aj 
iz 
iz 


PlayStat 
@: PlayStat 
#E% PlayStation 


HC. 


* 


ion: 


it PlayStation: ‘ 
PlayStat 


v' 


ioni i 
ion 


PlayStat 
PlayStat 


FEC.) 
. 
. 
H 
' 


errrening 
: $ 
RE 


is 


SAGAN, 
et ee ‘ 


= 
o 


. 


rae 


id: PlayStat 


¥ 


ion 


PlayStati 


cr 
bt 


ion: 


PlayStati 


5 


ee 


PlayStation 


7 Oflet valid 6/1/98 to 1/31/99. Maximum 2 awards pet fame and/or address. To claim awards s : oe 
: fion form, Fighters Edge proof-of-purchase points (or original UPC and shipping and handli apc erta : 
details). Award merchandise is subject to change and subject to availability while supply lasts. Allow 10-12 weeks for deli ry. Items may be shipp its on orders will not be refunded. Points cannot be transferred or sold to ang 
party for u ] subject to verification. Only original Fighters Edge proof-of-purchase points 6 
original UPC é : / S se pe ge program is operated by m Entertainment and 
not constitute proof of delive apc S 0 ost, incom damaged or illegible claim forms. Certified mail i 
ommended for orders eepstakes winners will be determined in a random drawing from regi 0 Ss Edge No purchas 5Sal of winning depend on number of registered Fighters Edge members. Sony Computer 

Entertainment is in no way affiliated with this program. Employees of Capcom Entertainment, its ag es, vendo not eligible for this offer. All decisio ert nN all matters relating to this 
promotion are final. Recipients agree that awards are presented on the condition Capcom Entertainment, GamePro Magazine, Sony Computer Entertainment, their affiliz ubsidiaries, divisio panies, have no liability wha ever, for any 

of any kind resulting from acceptance, possession or use of the award. Award recipient is responsible for any and all Federal, S' nd local taxes if necessary. Offer is only good in United States and Canada excluding 

Other restrictions may apply. All orders must be postmarked by 1/31/99 


© CAPCOM CO., LTD. 1998 © 
COMICS, X-MEN, \ MARVEL Sl PER HE 
magazine sponsor of the Capcom Fighters 
of the Interactive Digital Software Ass¢ 


LPHA and STAR Gl LADIAYOR are trademarks of CAPCOM CO., LTD. MARVEL 
multiplatform gaming publication and the official 
puter Entertainment Inc. The ratings icon is a trademark 


iation. All other marks are the property of their 


ian 


AGES 


sed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation andie PlayStation [s ae aKe OF Sony GoMpieremMenainmentine, (He rAlngh ICONS waTARETBT of the Interactive Digital Software 
ABtiditional rating information call 1-800-771-3772. TECMO 19260 S. Yan Ness Ave., Torrance, CA 90501 Phonmaayi}waye-zsuy) whyee 3) VISIT TCCnG AU WWW REE CO) p 


